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ABSTRACT 
 
Chinese language as a foreign language is challenging for both teachers and students. 
This challenge is increased in Australia where most of the monolingual 
English-speaking students have no contact with the Chinese language or culture outside 
their classroom. This research focuses on developing young learners’ early Chinese 
language skills through the use of Game-based learning (GBL) strategies. The study is 
aimed at refining GBL pedagogies in order to enhance motivation among Australian 
students in learning Chinese characters. The study used action research as a 
methodology and was conducted over six months in a primary public school in a 
Western Sydney suburb. During this time, the teacher-researcher collected data sets 
from school teachers’ interviews; students’ focus groups; motivation surveys and her 
own field observation notes. The findings indicate that involving peer competition and 
group work in GBL settings can have positive effects on motivating students in 
learning Chinese pictographic characters. Findings also demonstrate that Action 
Research is an important research method that allows flexibility and growth for 
students, researchers and teachers in a dialogical environment. In the final chapter, the 
implications of GBL for Chinese language studies are discussed and recommendations 
for future teaching and researching in this area are provided. 
 
Key words: Game-Based learning (GBL); student motivation; Action Research; 
Chinese learning; Chinese as a second language; Western Sydney schools
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Chapter 1 Introduction 
 
1.1 Teaching Chinese in Australia  
 
Teaching Chinese as a foreign language was introduced in Australia as part of a new 
curriculum at the end of the 20th century (Wang, Moloney & Li, 2013). Nowadays, 
participation in Chinese language learning by Australian-born children has grown 
significantly (Scrimgeour, 2014). For example, the number of schools which have 
Chinese courses in Australia was more than 380 in 2010 (Sturak & Naughten, 2010). 
Two reasons for this increased participation may be due to learners’ interest in Chinese 
culture and its unique language features (McPherron, 2017), and the fact that China is 
seen as a major international player in world trade and tourism (Currell & Han, 2017). 
Additionally, with the recent increase in commercial, industrial and political relations 
between China and Australia, China has become a major partner for Australia, not only 
in trading (Jayanthakumaran & Liu, 2016), but also in international business and 
education (Zheng, 2015; Orton, 2016). Meanwhile, there is an increasing number of 
Australians developing an interest in learning about Chinese language and culture 
(Moloney, 2013; Gao, 2014). 
Recently, there have been an increasing number of researchers focusing on how to 
motivate Chinese learners to learn Chinese effectively. Wang (2017) tested the 
effectiveness of using Cloud-Based Cross-Device method to motivate students in 
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Chinese language learning. He found that this kind of teaching method was easy to use 
and can encourage students to participate in class. In addition, in order to explore 
students’ intrinsic motivation, researchers from Taiwan (Hong, Hwang, Tai & Lin, 
2017) designed a radical Chinese learning game to facilitate learning Chinese writing. 
Their results showed that intrinsic motivation was relevant to students’ Chinese 
learning progress. Also, this computer game was found to improve students’ Chinese 
character recognition skills (Hong, Hwang, Tai & Lin, 2017). Game-based learning has 
been found to be a useful pedagogical approach that has a positive effect on student 
learning motivation of a foreign language (Li, Lou, Cheng & Tsai, 2012; Salen & 
Zimmerman, 2004; Powers, Leibbrandt, Pfitzner, Luerssen, Lewis, Abrahamyan & 
Stevens, 2008). 
Taking into consideration this Chinese learning fever (Tsui, 2002), and also the need to 
develop new pedagogical models to effectively engage and teach Chinese to Australian 
students, this research seeks to investigate how game-based learning strategies may 
influence the motivation of non-Chinese background Australian children (Orton, 2016) 
in learning the Chinese language. In this study, I evaluated Game-based learning (GBL) 
strategies in teaching Chinese characters, and explored the positive influences of GBL 
on students’ motivation towards learning Chinese characters. 
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1.2 Background of the research 
 
Over the past two decades, the enrolments in Chinese as a Foreign Language (CFL) 
classes have increased significantly in Australia (Cai & Zhu, 2012). For example, the 
number of school students in learning Chinese in Australia has doubled between 
2008-2015 to 160,000 (Orton, 2017), at the same time, in 2008, the number of students’ 
enrollment in Chinese programs was 92,931, including around 5,256 Year 12 students 
(Sturak & Naughten, 2010). 
Researchers who have been exploring this positive trend over the years, have also 
identified three factors that need to be addressed so that schools can incorporate the 
teaching of Chinese language in the curriculum. These factors include demographics of 
learners, the difficulties encountered by students in learning Chinese, and the limited 
time available for practicing Chinese language learning (Xie, 2014). 
To begin with, the demographics of learners in the Chinese language classes have 
changed dramatically. Besides students of Chinese origin and heritage taking these 
classes, there is also a new student body made up of non-Chinese background 
Australian students (He & Xiao, 2008). This large group of monolingual 
English-speakers (Singh & Ballantyne, 2014) is different from those with Chinese 
heritage in terms of their culture and language background, their motivation, and, the 
reasons these students may have for learning the Chinese language (He & Xiao, 2008). 
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In addition, a number of studies (Wen, 1997; Alderman, 2013; Frymier, 2016) indicate 
that the high difficulty level in learning Chinese may reduce learners’ motivation. For 
example, according to NSW Chinese syllabus (2003), the sequence of Chinese 
language learning for early stage 1 to 3 should be: “listening, speaking, character 
learning, reading and writing” (Loh, et al. 2015). In fact, language teachers from Hong 
Kong found that compared to developing students’ listening and speaking skills, 
extending their reading, writing and literacy levels are more difficult to 
English-speaking learners (Loh, et al. 2015; Chung, Lam & Cheung, 2018). As a result, 
for the beginning learners, learning to listen, write and read Chinese characters might 
be a big challenge (Rawendy, Ying, Arifin & Rosalin, 2017). In addition, compared 
with other languages with alphabetic writing systems, such as English, the complex 
reading and writing systems of Chinese present distinctive challenges to the foreign 
language learners (Tian, Lv, Wang, Wang, Luo, Kam & Canny, 2010).  
Moreover, the complexities of learning Chinese characters include understanding the 
homophones and tones used in daily life that are different from the English language. 
Higgins (2001) found that some students reported that understanding new words and 
identifying tones were the most difficult tasks in learning the Chinese language. For 
example, there are four different tones in the pronunciation of Chinese characters, and 
the meaning of each character is different. Therefore, when putting the characters into 
one specific sentence, they are easily misunderstood and also hard for students to 
differentiate. 
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Furthermore, some other researchers have shown that there are a large number of 
students in Australia who spend less than an hour per day on studying Chinese outside 
the classroom (Zhu, 2014). Also students with little exposure to the Chinese speaking 
community had limited opportunities to use or practice the language outside the 
classroom which may have negative effect on their language improvement (Higgins, 
2001). Thus in this study, four main Chinese learning games were designed not only to 
be used during the class, but also to be played after class for learning. As Australian 
students in this study had no background knowledge in the Chinese language (Martin, 
Collie, Mok & McInerney, 2016), without the language teachers, they could hardly 
practice their Chinese language skills within their own learning contexts (Zhu, 2014).  
In addition, as for the teaching methods, the importance of motivation in foreign 
language learning is emphasized by various researchers. For example, Bowles, Frank, 
Freynik, Golonka and Richardson (2014) discussed student motivation as an issue in 
learning Chinese language, and found that their motivation in foreign language learning 
was related to their interest. Furthermore, Dörnyei (1994) stated that “motivation is one 
of the main determinants of foreign language learning achievement” (p.273). Also, 
some studies highlighted the positive influence of foreign language learners’ 
motivation, which could help learners gain language skills and contribute to possible 
career opportunities (Comanaru & Noels, 2009). Therefore, according to these 
researchers, the question of how to motivate Australian students in learning the Chinese 
language needs to be considered as a critical research focus. 
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Current language learning theories indicate that “children learn best through discovery, 
experimentation, and being motivated to learn in a playful and relaxed context” 
(Geladari, Griva & Semoglou, 2010, p.3701). Ke and Xie (2015) highlight the promise 
of Game-Based Learning (GBL) as a way to motivate student interest in learning 
Chinese. Other researchers suggest that “instructional games” were regarded as 
effective learning strategies in foreign language learning (Rosas, Nussbaum, Cumsille, 
Marianov, Correa, Flores & Rodriguez, 2003). Moreover, some researchers also stated 
that games and gamification are ideal ways to create an engaging learning environment 
(Kapp, 2012). Therefore, foreign language learning can be linked with natural activities 
(Geladari, et al. 2010) such as play, since young children can learn languages as 
naturally as they learn to run, jump and play (Baker, 2014). Also, playing games is an 
effective way of creating many optimum conditions for language acquisition 
(Tomlinson & Masuhara, 2009).  
Attracted to the apparently positive influence of GBL, I wanted to evaluate GBL 
strategies that may motivate and address the challenges Australian children have in 
learning the Chinese language. 
 
 
 
 
	 7	
1.3 Purpose of the study 
 
Games are highly motivating and can help students find learning to be fun and relaxing 
(Kim, 2009). Therefore, the purpose of this study is to refine and apply GBL strategies 
in learning Chinese characters by non-Chinese background Australian students. These 
games would be used to better support children’s learning and aim to 
1. improve the learning of Chinese characters; 
2. enhance their involvement in learning through games, and; 
3. stimulate their motivation for Chinese language learning. 
 
1.4 Significance of the study 
 
Liu and Bianco (2007) found that Chinese is regarded as the most difficult language to 
learn, because Chinese characters are too complex for non-Chinese background 
learners to understand. GBL strategies have been used to improve student English 
capabilities (Abrahamyan, Leibbrandt, Lewis, Luerssen, Pfitzner, Powers & Stevens, 
2008), while others focus on using GBL in Chinese language teaching by Chinese 
native speakers (Tronovcova, 2010). As a result, there is limited research on using GBL 
strategies in Chinese teaching in the Australian context. Therefore, in this study, I 
adopted GBL strategies to motivate Australian students in learning Chinese characters.  
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1.5 Research questions: 
 
This research study investigated how GBL is used to enhance student motivation in 
learning the Chinese language, and evaluate the use of four games in an Australian 
context. The main research question is: 
 
How does Game-Based Learning (GBL) motivate non-Chinese background Australian 
children in learning about pictographic Chinese characters?  
 
The contributory research questions are: 
 
1) What challenges do non-Chinese background Australian students face in learning 
Chinese characters? 
2) How do non-Chinese background Australian students learn pictographic Chinese 
characters in the GBL setting? 
3)  How does GBL help motivate learners in learning pictographic Chinese characters? 
 
1.6 Research design (Action research design) 
 
Action research is a type of research methodology used by many teacher-researchers to 
investigate and improve the way they work in their profession. Huang (2010) stated 
	 9	
that “the action researcher plans for cycles of action and reflection” (p.98). Therefore, 
the action research might be regarded as rather a suitable method for the 
implementation of this study. 
In this study, I used action research (AR) methodology to get a better understanding of 
GBL in the classroom. My data collection during the AR cycles was supported by 
qualitative methods such as interviews, focus groups, motivation surveys and note 
taking. By trialing different games, I collected data to find how effective the games 
were in the primary classroom and how these GBL strategies impact on student 
motivation in learning the Chinese language. 
 
1.7 Clarification of Key concepts: 
 
1.7.1 Chinese characters 
 
Chinese characters are the most ancient of the living writing systems which use 
logograms in the writing of Chinese and some other Asian languages (Goody, 1987). It 
consists of tens of thousands of ideographic characters; each one has its own square 
frame. In this study I focused on about 30 characters that relate to the games used in the 
classroom. 
A defining feature of the Chinese script is the character components that convey 
meaning to readers. This component is called a semantic radical (Chen & Weekes, 
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2004). In Standard Chinese and sometimes also in English, they are called hànzì 
(simplified Chinese: 汉字) (n.p. 2015). 
According to their structural composition, Chinese characters can be divided into 
six categories –pictographs (象形字 Xiàngxíngzì), ideographic characters (指示字 
Zhǐshìzì ) , associative compounds (会意字 Huìyìzì ), phono-semantic characters 
(形声字 Xíngshēngzì ), loan characters (假借字 Jiǎjièzì ) and mutually 
explanatory characters (转注字 Zhuǎnzhùzì ) (Ledesma, 2013). 
 
1.7.2 Motivation 
 
The word ‘Motivation’ originates from the Latin verb movere, which means ‘to move’ 
(Dörnyei & Ushioda, 2013). Dörnyei and Ushioda (2013) summarize that motivation is 
responsible for: 1) why people decide to do something; 2) how long they are willing to 
undertake the activity; 3) how hard they are going to pursue it (p.116).  
 
1.7.3 Game-Based Learning (GBL) 
 
Game-based learning tends to be widely incorporated in many contexts, such as social 
media and education (Pho & Dinscore, 2015). Creating games is not the only task GBL 
requires of teachers; it also requires teachers to design learning activities that can guide 
students towards an end goal incrementally and engage them in learning (Pho & 
Dinscore, 2015). Some researchers used traditional games which involved competition, 
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points, rewards and feedback loops. For example, Walsh (2012) adopted GBL into his 
class, and let students collect points to complete the tasks. From his final report, he 
received overwhelmingly positive feedback from students about their learning 
experience.  
In addition, some other researchers also emphasized the important role of digital games 
played in GBL systems. Prensky (2001) defines GBL as the cooperation of computer 
video games in an educational content. Tobias, Fletcher and Wind (2014) also noticed 
the rapidly growing use of video and computer games to enhance student learning. 
They developed teaching tools and technology with better instructional design, and 
concluded that GBL helped students acquire specific knowledge. 
As GBL is full of fun and entertainment, there is a large group of researchers that hold 
a positive view towards its use in accomplishing “more learning” (De Freitase, 2013, 
p.75).  
In summary, this chapter provided an overview of Chinese teaching in Australia, and 
explained the research background in this study. Following by the purpose and 
significance of this study, the main research question was stated with three contributory 
questions. Then after introducing the research methods used in this study, the 
clarifications of key concepts have been set out.  
The literature on the different motivational models and use of Game-based learning 
(GBL) in foreign language learning is reviewed in the next chapter. The role of GBL, 
especially in motivating students in language learning had been highlighted. 
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Chapter 2 Literature Review 
 
2.1 Introduction 
 
This chapter reviews the research literature related to the teaching of the Chinese 
language in Australian schools and the use of Game-Based Learning (GBL) as a 
strategy to motivate the learning of Chinese. This literature review is organized into 
three major sections. Firstly, the background of this study is presented, together with 
the challenges and difficulties in the teaching and learning of Chines. Secondly, 
different motivational models and the role of student motivation in learning Chinese are 
given. I draw on this literature to design an appropriate teaching pedagogy which can 
be investigated in this study. Thirdly, literature is provided to explain how GBL has 
been used in foreign language teaching and why this is important in my study. 
 
2.2 Background of this study 
 
At the forum on transnational education and student mobility between China and 
Australia, the First Secretary of the Australian Embassy to China, Christopher 
Lawson (2015) stated that Chinese is now one of the most popular languages in 
the world. Data showed that Chinese is currently taught as a foreign language in 
many states and in many educational systems in schools in Victoria and New 
South Wales in Australia (Orton, 2016).  
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In secondary school, most Year 7 Australian students have to study a foreign 
language. But they can choose either from two or three languages. And by the end 
of Year 9, students can drop foreign language study. In fact, less than 12% of 
students are enrolling in a foreign language subject in Year 10-12 (Orton, 2016). 
In majority of Australian primary schools, students may only spend thirty minutes 
a week on learning Chinese. But there is still a small set of schools in Australia 
offering bilingual classes, which allow Chinese learning to occupy 30-50% of 
study time (Orton, 2016). Therefore, in 2015, the number of Australian students 
studying Chinese rose to reach 172,000 (Orton, 2016). This probably suggests that 
the recognition for the value of Chinese culture and its language, in the Australia 
context, has risen (Sung & Wu, 2011). 
Nevertheless, the teaching and learning of Chinese as a foreign language presents 
several challenges for teachers and researchers across the world. Chen, Wang and 
Cai (2010) raised multiple issues that they encountered in the USA context. The 
researchers noticed that issues such as: “program, development, curriculum 
approaches, teacher training, teaching materials development, pedagogical 
resources and integrating with other language teachers” (p. xvii) are yet to be fully 
addressed. Similar issues have been observed in the Australian context (Singh & 
Jinghe, 2014). Moreover, Wang (2013) suggested that there is a high demand for 
Chinese language teachers to accommodate an increasing number of learners 
studying Chinese in Australia. According to Chen (2015), this demand for 
teaching Chinese has resulted in a recent improvement in “school-based Chinese 
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language education” (p.933). 
In order to meet this urgent demand, and building on the Japanese Immersion 
Language and Culture Initial Teacher Education Program (LACITEP) employed in 
Central Queensland University in the 1990s (Singh, 1995) and an 
internship-driven program at the Royal Cities Institute in international studies 
(Singh, 2011), a program named ROSETE (Research Oriented School/Industry 
Engaged Teacher-Researcher Education) was organized by the Ningbo Education 
Bureau, the Ministry of Education in NSW and Western Sydney University, in 
order to address the challenges named “unmet need for appropriately qualified 
teacher-researchers” (Singh & Jinghe, 2014, p.404) in Australia.  
In this program, Ningbo volunteers are working as Chinese language teachers as 
well as the language education researcher. My colleagues and I were required to 
work as Chinese volunteer teachers in primary and secondary schools in the 
Western Sydney region for ten hours per week and over three semesters (120 days). 
This program was normally class-based (Singh & Jinghe, 2015) and aimed at 
supporting Chinese language teaching and producing research that investigated 
different approaches to teaching Chinese in Australian schools (Chen, 2015). 
In the ROSETE program, teacher-researchers were required to develop the 
professional capabilities and stance to make Chinese much easier to learn (Singh 
& Jinghe, 2014). However, during this process, many researchers identified 
several pedagogical challenges that were experienced during their Chinese 
language teaching. For example, a lack of teaching strategies may lead to 
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difficulties associated with learning Chinese. Many Chinese language teachers 
only relied on repetitive strategies such as asking students to keep listening and 
repeating the tones of a single character (Orton, 2016). They appeared to do this 
because they believed that it was so hard for English speaking students to acquire 
these skills, that it was better than finding some other targeted exercises for 
students to practice (Orton, 2013; Orton, 2016).  
As for Chinese characters, they are all in a logographic language system which is 
extremely different from “alphabetic language systems like English” (Sung & Wu, 
2011, p. 684), and less relevant to learners’ native languages, which may increase 
the load of learning (Nation, 2001) and decrease learning motivation (Hwang, 
Yang & Wang, 2013). Furthermore, several researchers had already taken an 
initial look at the difficulties in learning Chinese characters (Hu, 2010; Sung & 
Wu, 2011). To begin with, Ke, Wen and Kotenbeutel (2001) showed that learning 
Chinese characters was regarded as a great motivational challenge. The challenge 
lay in the retention in learners’ long-term memories of the relevance of three 
objects in Chinese characters — “sound (pronunciation), shape and meaning” 
(Shen, 2004, p.167). In addition, many Chinese characters provide few clues as to 
their connection with their meaning and pronunciation (Canny, et al. 2010). So 
different from alphabetic language systems, such as English (Sung & Wu, 2011), it 
was usually difficult for non-Chinese background Australian students to 
pronounce a character by just looking at the character individually. 
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This study aims to address key issues associated with investigating, the varying 
pedagogical approaches such as GBL and the difficulties in teaching Chinese 
characters. Researchers from the United States (Yongan, 2012; Sung, 2011), the 
United Kingdom (Tian & Lowe, 2013; Chee, Yahaya & Ibrahim, 2017) and 
Australia (Mu, 2014) support the importance of using different kinds of teaching 
pedagogies in engaging students in Chinese learning. For example, Lu, Meng and 
Tam (2014) applied mobile technology to Chinese teaching in a bilingual primary 
school and found the great potential of mobile technology as a tool for learning 
Chinese. Hong, Hwang, Tai and Lin (2017) designed a Chinese radical learning 
game to explore students’ intrinsic motivation. The findings from their study 
suggested the major contribution of games in motivating students in learning as 
well as the effect of self-efficacy. At the same time, Wang (2017) measured the 
effectiveness of using cloud-based cross-device IRS to motivate students in 
learning Chinese. She found that those games which involved competitive 
activities can improve students’ learning motivation.  
It was interesting to find that there were so many articles related to students’ 
motivation to learn via a particular teaching pedagogy: Game-based Learning. 
Furthermore, Quan (2014) argued that “given motivation, anyone can learn a 
language” (p.1). For teacher researchers, there is an urgent need to identify the 
challenges and problems associated with learning Chinese among English 
speaking students, and developing a suitable teaching pedagogy for “fostering 
language motivation” (Shum, 2010, p.2). 
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2.3 Motivation 
 
In this section, several theories on motivation models have been reviewed, in order to 
gain a much clearer understanding of motivation. Regarding addressing motivational 
problems and challenges encountered while learning by using GBL teaching strategies, 
I designed my own Chinese teaching pedagogies to motivate students to learn Chinese 
characters. 
 
 2.3.1 Student motivation and models that can describe motivation 
 
A motivated student might be identified by having several characteristics such as 
“confidence, diligence and cheerfulness” (Tremblay & Gardner, 1995, p.507). 
Generally, motivated students achieve higher learning outcomes and gain a sense of 
satisfaction while learning (Nowell, 2017). Gardner (1995) studied students’ attitudes 
and interests in French language learning in a bilingual school and raised a hypothesis 
that students’ motivational behavior was determined by language attitude which in turn 
influenced learning achievement. To illustrate his hypothesis, he provided a motivation 
model (Figure 2.1).  
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Figure2.1 Gardner’s motivation model (Gardner, 1995, p.510) 
 
The important role of intrinsic impact among students had been raised by Gardner 
(1995). He reckoned that students’ motivational behavior dominated the behavior of 
those who achieved higher learning. However, in a different model, Zoltán Dörnyei 
(1994) suggests that there are two different types of motivation: intrinsic and extrinsic 
motivation. This model has become one of the most general and acceptable theories 
that can be used to describe human being’s motivation and particularly, students’ 
motivation.  
In Dörnyei (1994)’s study, on the one hand, extrinsically motivated behaviors were 
exhibited by motivated students who performed well to gain extrinsic reward (e.g. good 
grades). On the other hand, intrinsically motivated behaviors described students who 
“gain enjoyment from learning itself” (Dörnyei, 1994, p.275).  
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Zoltan Dornyei (1998) drew public attention to the role of motivation in foreign 
language learning as early as 1998. He stated that “high motivation can make up for 
considerable deficiencies both in one's language attitude and learning conditions” 
(p.117). Intrinsic motivation had positive effects on academic achievement 
(Areepattamannil, Freeman & Klinger, 2011, p.435). “Psychological factors can 
contribute to motivation”, according to Chue and Nie (2016) who also highlighted the 
role of motivation in students’ learning outcomes by comparing Chinese language 
learning by international students with that of local students. They found that regardless 
of the different cultural backgrounds, the learning of a foreign language was dependent 
on self-determinant factors such as intrinsic motivation. However, besides the 
significant role of intrinsic motivation in learning, more recently, other researchers have 
found several more specific factors that can influence students’ motivation.  
To begin with, developing students’ interests can become a major processing objective 
not only for the school but also for the individual teacher (Kiemer, Gröschner, Pehmer 
& Seidel, 2015; Shi, Ren, Jiang & Chao, 2017; Chin, 2016; Ruzek, Domina, Conley, 
Duncan & Karabenick, 2015). Kiemer, et al (2015) undertook research using 
value-added models to measure a teacher’s effect on students’ motivation and 
achievement. They found that a teacher’s intervention did contribute towards the 
students’ motivation, however, only focusing on the teacher effects may be expedient 
rather than valid. 
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Lu and Li (2008) identified the efficacy of integrative motivation, including intrinsic 
and extrinsic motivation by comparing heritage and non-heritage students (including 
Asian non-Chinese students and non-Asian non-Chinese students) in learning Chinese. 
They also associated learning motivation with achievement among different groups of 
students, and found that Chinese heritage learners showed “higher instrumental 
motivation”, while non-Chinese students highlighted the dominate role of language 
teacher in their continued interest in language learning. (Lytra, 2010).  
Moreover, Gao, Shum and Tsung, (2011) carried out research about motivation and 
teaching strategies for the learning of Chinese in Hong Kong. These researchers found 
that students’ motivation depended on the frequency of language use and practicing in 
society. The role of schooling and teachers’ interaction in supporting educational 
attainment has also been stressed by Shum (2011) and his colleagues. On the contrary, 
Hadfield and Dörnyei (2013) associated motivation of foreign language learning with 
self-system, and this self-system was divided into three parts — the learner’s vision of 
becoming a foreign language speaker, the pressure from their own social environment 
and positive learning outcomes (Hadfield & Dörnyei, 2013, p.4). 
Excluding the effect of the class teacher, another reason is that students spent much 
time with their peers at school, so a positive “peer relationship at school” (Wentzel & 
Muenks, 2016; Havik, Bru & Ertesvåg, 2015; Haapala, Hirvensalo, Laine, Laakso, 
Hakonen, Lintunen & Tammelin, 2017), e.g. peer acceptance; membership in groups; 
dyadic friendship (Wentzel & Muenks, 2016) could re-inforce their emotional 
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well-being and make them more willing to participate in the learning environment. At 
the same time, the huge potential of peer work has also been identified by other 
researchers (Vaughn & Reutebuch, 2016; Moran, Russinova, Yim & Sprague, 2015; 
Austin, Ramakrishnan & Hopper, 2015). They argued that peer work was a more 
effective way to use teachers and students’ time and has a beneficial effect on 
developing peer interaction (Vaughn & Reutebuch, 2016). Those students who have 
positive peer relationships tend to be more motivated and engaged than those who have 
relationship problems. As a result, peer work under the learning environment could 
help students enhance their learning.  
 
 2.3.2 Models of Motivation 
 
Keller (1979) provided a model of motivation, performance and instructional influence 
that was utilized in this study. It illustrated the relationship among the processes, inputs 
and outputs (Figure 2.2). The back line on the top illustrated that the degree of learners’ 
sense of successful fulfillment and satisfaction could lead to the positive outcomes 
which may in turn positively impact on learners’ motivation and attention towards 
foreign language learning in the future. Moreover, learners’ confidence was influenced 
by learning effort and performance. In other words, motivation design and management 
played a fundamental role in the foreign language learning process which will impact 
on learning achievement. 
Keller’s model shows that the interaction among these characteristics, namely learners’ 
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motivation, attention and confidence in foreign language learning was influenced by 
positive and negative feelings and the learning environment. This model also illustrates 
how motivation can influence the amount of effort combined with personal knowledge 
and skills that students contribute to their learning performance and achievement. 
 
Personal Characteristics 
 
   
 
 
Outputs 
 
 
 
 
Environmental Characteristic 
 
Figure2.2 A model of motivation, performance and instructional influence (Keller, 
1979, p.29) 
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In 1979, Keller provided another model that showed the development of the learning 
motivation process in its schematic form (Figure 2.3). 
 
 
 
 
 
 
 
 
 
 
Figure2. 3 A model of learning motivation process (Keller, 1979, p.32) 
 
Keller’s model provided an initial framework for researching the learning motivation 
process. Keller’s model is a cycle. In other words, in her model, researchers are 
required to keep reflecting on their implementation strategies and always refine their 
teaching approaches. Hence, Keller’s (1979) model is suitable for application during an 
action research intervention, which also uses cycles as a way to reflect on and improve 
the teaching practices. By adjusting Keller’s model to my own action research teaching 
cycles, I was able to use her theories to reflect on my data in the two cycles of my 
study.  
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In addition, this model shows that in order to solve motivation problems, the 
teacher-researcher should start by investigating learning skills and interests among 
students and analyzing their current learning difficulties.  
Since Keller’s model (1979) reveals some factors which could have impact on students’ 
learning motivation; such as curiosity; motives and expectancy; while I found that in 
1994, researcher Zoltán Dörnyei concluded those factors as students’ intrinsic 
motivation which was examined to be related to their motivation. Meanwhile, Gardner 
(1995) also stated that students’ motivation behavior included language attitudes that 
academic achievement could be influenced. As a result, these theoretical models 
investigated attitudes and motivation that impact language learning, so there appeared a 
demand that I need to know and measure whether students were motivated by my 
teaching pedagogy or not.  
To be more specific, in 1983, Keller developed an ARCS Motivation Theory to 
illustrate four positive factors which can influence students’ learning motivation: ‘A’ for 
‘Attention’; ‘R’ for ‘Relevance’; ‘C’ for ‘Confidence’ and ‘S’ for ‘Satisfaction’. 
Accordingly, I used nine different types of questions in my Motivation Survey to 
appraise my students’ motivation in learning Chinese.  
Take four of those questions for examples, to begin with, question two “I believe that 
completing this Chinese class will give me a feeling of satisfaction.” refers to evaluate 
students’ sense of satisfaction during Chinese class. While the implement on question 
three “Those games of Chinese characters like ‘60 seconds dash’ and ‘Bingo Game’ are 
related to my interests and they can really motivate me and my classmates in learning 
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Chinese.” reveals the concept of ‘Relevance’, at the same time, the role of attention 
also illustrates upon question six “I think that the variety of materials, exercises, games, 
etc., will help keep my attention on the Chinese class.” Besides, question five “After 
taking the Chinese class, after playing those games, I believe that I will be confident in 
my ability to learn more Chinese characters.” aims at measuring the students’ 
confidence in language learning.  
Since the ARCS Motivation Theory was regarded as an effective approach to appraise 
students’ motivation towards learning (Keller,1979), questions in motivation survey 
were designed according to the ARCS Motivation Theory in order to appraise their 
motivation in learning under GBL setting. 
 
2.4 Game-based Learning (GBL) 
 
2.4.1 What is Game-based Learning (GBL)? 
 
Many scholars believe that GBL can motivate, stimulate and engage students in 
learning foreign languages (De Freitas, 2013, p.102). In addition, Hsiao, Lin, Wu and 
Huang (2012) argued that GBL is a student-centered learning approach; it offers a 
chance to students to play a more active role in foreign learning process than they do in 
the traditional class. Other researchers have also argued that it is an ideal way to 
motivate students in learning (Erhel & Jamet, 2013; Eseryel, Law, Ifenthaler, Ge & 
Miller, 2014).  
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Indeed, traditional teaching methods such as the ‘sage on the stage’ have received a 
range of criticisms from researchers in the past decades (Fini, Zarei & Sardare, 2015; 
Mackey & Gass, 2015; Zaidi, Hammad, Awad, Qasem & Al-Mahdi, 2017). The critics 
of the traditional methods argue, that these methods do not engage students and usually 
place the teacher at the center of the lesson (Dortaj, 2015) and that some traditional 
teaching methods are just “confining to transmission of the information” (Fini, Zarei & 
Sardare, 2015, p.55). As a consequence of the teacher-centered method, students 
become passive and do not develop critical skills that are needed to understand and to 
live in the 21st century world (Niu, Behar-Horenstein & Garvan, 2013). 
This is particularly the case for language teaching, where the active participation of all 
students is essential for them to learn the real use of a language in different social 
contexts (Zur, Muehlen & Recker, 2013). Hence, as GBL is a student-centered teaching 
method (Hussain, Tan & Idris, 2015; Cózar & Sáez 2016), teachers can see how GBL is 
not only engaging their students, but it actually makes the students “learn more” (Liu & 
Chu, 2010). 
Therefore, choosing effective GBL strategies to implement in foreign language classes 
is an important aspect of the teaching process. In other words, lesson preparation is a 
crucial part of the work of Chinese teachers who need to apply a considerable amount 
of technological, pedagogical and content knowledge to in their lesson design. 
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2.4.2 Using GBL in language teaching 
 
Over the past 15 years, an increasing number of researchers have been discussing the 
role of Game-based Learning (GBL) in foreign language learning (Salen &Zimmerman, 
2004). A review of the literature identified a number of games that could be effectively 
used in foreign language teaching.  
To begin with, Li, Lou, Cheng & Tsai (2012) found that once positive way of 
motivating Chinese learners in Taiwan was by using the ‘Millionaire Language Game’. 
Li and his colleagues (2012) found that this “Digital game-based learning” (DGBL) 
(p.230) appeals to both genders, and that it is suitable for group instruction which could 
be very effective in language learning. 
A second game was developed by Abrahamyan, Powers, Leibbrandt, Pfitzner, Luerssen, 
Lewis, Abrahamyan and Stevens (2008). This toy game was used to teach German or 
English as a Foreign Language for the beginning learners, and students were “given a 
real toy to play with” (p.1). A puzzle-based game called Block Worlds was also created 
by them, the purpose of this kind of game is to develop learners elementary scripting 
skills. By the end of their research, they found that these kinds of games provided an 
innovative and useful approach to motivate students. 
Additionally, Griva, Semoglou and Geladari (2010) conducted two basic types of 
games to lead their English language learning project. The first one was a physical 
game, which required students to learn by doing outdoor activities; the second one was 
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a construction game, involving sorting, ordering or arranging puzzles, which also 
involved body movement. This study indicated that linking games with foreign 
language learning can stimulate student motivation, make them feel confident and 
create positive attitudes towards foreign language learning. 
Besides, Tian, Lv, Wang, Wang, Luo, Kam and Canny (2010) designed two learning 
games, i.e. ‘Multimedia Word’ and ‘Drumming Stroke’ in order to help students learn 
Chinese characters. Their research was an attempt to address student motivation 
problems through “group games” (p.1606), and focuses on recognizing and writing 
correct Chinese characters by developing students’ multiple senses. Their results 
suggested that children’s essential Chinese language skills can be strengthened via 
game playing in groups. Results also showed that games not only can improve 
children’s knowledge of characters through group activities, such as controversy, 
judgment and self-correction, they also have the potential to enhance the inventiveness 
and engagement. 
Moreover, Trnovcova (2010) designed a Chinese scrabble game — a web-based game 
for building Chinese characters. He stated that learning language in a fun way is the 
best way to encourage students studying and practicing consistency, for example by 
encapsulating it into a game. It aimed at helping students practice spoken Chinese, 
review old and learn new characters, and strengthen their knowledge of Chinese 
characters as well. This kind of Chinese scrabble game contained 69 games played by 7 
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Chinese native users. The results suggested that those games had a potential including 
providing a long term entertainment and educational tool for a very wide audience. 
In conclusion, in the past few years, GBL has been used by a range of researchers and 
teachers in order to increase motivation in foreign language learning among young 
people. I found that on the one hand, most GBL strategies were used to improve student 
English or other foreign language capabilities (Abrahamyan, et al. 2008; Geladari, et al. 
2010), while others tended to focus on using GBL in Chinese language teaching, but it 
also should be noticed that in those studies, the participants were all Chinese native 
speakers (Trnovcova, 2010). Meanwhile, many researchers also reckoned that GBL 
was an efficient teaching strategy especially based on some digital games (Tian, et al, 
2010; Li, et al, 2012) and some puzzle-based game. However, according to all 
researches done by pervious researchers, I found that there was limited investigation on 
using GBL strategies in Chinese teaching under the Australian context. As a result, 
since the participants in this study was Australian students who had no Chinese 
learning background, I tended to conduct a research among Australian students in 
investigate the role of GBL application in Chinese language learning. 
2.5 Types of Chinese characters involved in this study 
 
Chinese is the most widely spoken language in the world, and there are over one billion 
Mandarin speakers (while the number of English speakers in the world is about 512 
million) (Canny, et al. 2010). Also the number of Chinese characters is huge; according 
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to “Hanyu Da Zidian” (汉语大字典; Hànyǔ dà zìdiǎn; Chinese Dictionary), the number 
of the existing Chinese characters is 54,678. Meanwhile, researchers have found that 
“Chinese characters are ideographic rather than phonetic” (Canny, et al. 2010, p.1604), 
which means Chinese characters have no direct correspondence for sound-spelling 
(Shen, 2010). Also different characters are represented by four different tones; for 
instance, ‘mā’ means ‘妈’ (Mom); ‘má’ means ‘麻’ (Hemp); ‘mǎ’ means ‘马’ (Horse); 
‘mà’ means ‘骂’ (Abuse).  
However, in the ancient Chinese writing system, the first characters to be created were 
pictographic characters. These types of characters were designed to represent the 
specific pictures of object (Shen, 2010). For example, the original form of ‘水’ (water) 
was written as ‘ ’ representing the picture of water; also the original form of ‘日’ (the 
sun) was written as ‘ ’ representing the picture of the sun. Meanwhile, other research 
shows that children are sensitive to morphological information (Deacon, Leblanc, & 
Sabourin, 2011) which is the main characteristic of Chinese pictographic characters 
(Shen, 2010).  
Despite the huge number of Chinese characters, this study chose to only focus on the 
Chinese pictographic characters, because it may be more appropriate for primary aged 
students to master the characters which have been developed from pictures, and this is 
the main reason why I focused on pictographic characters in this study. 
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2.5.2 Pictographic Characters 
 
Chinese is not as logographic as people expect because pictographic characters which 
convey meaning only make a small percentage (about 10%) of Chinese characters. As 
figure 2.5 shows, Chinese pictographic characters are developed from specific 
drawings which are based on concrete objects (e.g., “山” for “hill” and “水” for 
“water”) (Ho & Ng, 2003). Many researchers found that the visual meaningfulness of 
Chinese pictographic characters can be easily understood by students (Hou, Gao, Wu & 
Guo, 2014). Because of those characteristics, I chose pictographic characters to be the 
main teaching materials, and designed several games to enhance students’ learning. 
 
                               
             
 
Figure2.4 An example of pictographic characters 
 
Meanwhile, one of the main characteristics of Chinese pictographic characters was 
耳	
(ear)	
火	
（fire）	
	 32	
identified by teacher 2 (One of the classroom teachers who participated in the teachers’ 
interviews). These characters are all easy to recognize and remember by their ‘visual 
sight’. Students can connect those pictographic characters with the real thing in daily 
life, which makes character learning much easier. Actually visual perception is a 
foundation skill which has been highlighted in students’ earliest stages of learning. It 
requires students to recognize a word, to write and to read (Rosenblum, Parush & Weiss, 
2003). Researchers Wu, Lin, Yang and Kuo (2015) from Taiwan developed a 
“computerized visual perception assessment tool for Chinese Characters Structures” 
(p.447). They divided visual perception into two types: object perception and spatial 
vision (Goodale, 2014); object perception is an ability to recognize the characteristics 
of a word via its shape, texture and so on. As for spatial vision, it required higher order 
thinking which may not be suitable for my research. So in my study, I adopted Chinese 
pictographic characters, not only because they are easy to recognize and write (Hsu, 
2013), but also they can develop students’ visual perception skills. 
 
2.6 Conclusion 
 
This chapter has reviewed the challenges and difficulties in Chinese language learning 
and teaching in Australia. It explored different motivation models and the important 
role of motivation in foreign language learning. Then it showed how Game-Based 
Learning can be used in language learning because of its crucial effects on motivating 
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students in learning. The chapter explained why I decided to investigate how GBL can 
effectively motivate primary age students in learning the Chinese language.  
Also the features of Chinese pictographic characters have been defined in this chapter. 
And based on the unique features of Chinese pictographic characters and the 
difficulties non-Chinese background learners might have in learning Chinese, I 
designed four main games: 60 seconds dash; Bingo Game; Treasure Island and 
Pictionary Game to motivate Australian students in learning Chinese characters, and to 
help them to overcome the challenges they may face while learning. 
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Chapter 3 Methodology 
 
The first section of this chapter gives a brief definition of Action Research (AR) 
and explains why this methodology is appropriate for this type of study. I then 
describe two specific research cycles I used in this study. The second section 
outlines the three research principles employed in this research. Then an overview 
of the research design is presented by outlining the main curriculum and the 
games used in class. By stating the main research questions and sub-questions, the 
last two sections provide the data collection and analysis methods used in this 
study. 
 
3.1 What is Action Research (AR)? 
 
AR has been used as a research method since the early 1990s. The term AR consists of 
two words, action and research. Action means what you have done, while research 
reflecting on what you have done (McNiff, 2016). AR has also been defined as: 
 
a simple form of self-reflective enquiry undertaken by participants 
in social situations in order to improve the rationality and justice of 
their own practices, their understanding of these practices, and the 
situations in which the practices are carried out (Carr and Kemmis, 
1986, p. 162). 
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AR always combines researching and learning through action and reflection, and can 
be conducted in many different types of contexts (McNiff, 2013). Huang (2010) stated 
that 
 
Action Researchers plan for cycles of action and reflection and thereby 
must be reflexive about how change efforts are unfolding, and the impact 
that our presence (the intervention) is having (p.98). 
AR is an appropriate research methodology for researchers as it allows them to pursue 
teaching processes through reflecting on their own practice (Seidman, 2013). Coghlan 
& Brannick, (2014) set up a model (Figure 3.1) which shows how AR takes place. 
 
        Context & Purpose 
                             Constructing 
 
Evaluating Action                                        Planning Action 
 
                             Taking Action 
 
 Figure 3.1 AR cycles (Source: Coghlan, & Brannick, 2014, p.9) 
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This model of AR, which looks like a spiral of cycles, improves the whole body of the 
research (Dai, 2012). According to Huang, “the AR plans for cycles of action and 
reflection” (Huang, 2010, p.98). Also, some researchers concluded that the goal of AR 
is “improving practice and developing individuals” (Herr & Anderson, 2014, p.24) 
which can be applied to social issues, organizations of many kinds and even society in 
general.  
In terms of its application in the education field, it has been regarded as a type of 
research method used by many teacher researchers to investigate and improve the way 
they work in their teaching (Altrichter, Feldman, Posch & Somekh, 2013). It requires 
teachers to reflect on their own teaching and always think critically and systemically 
towards the teaching context (Burn, 2010). Stringer (2008) proposes a sequence to 
show the fundamental process of AR (Figure 3.2). 
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Action Research 
                    Basic Research 
 
 
 
 
 
 
 
 
 
 
Figure 3.2 Action Research sequence (Stringer, 2008, p.6) 
 
When undertaking AR, the teacher-researcher needs to always refine the lesson plan 
according to classroom observation and self-reflection. 
 
3.2 Action Research used in this study 
 
Qualitative research is often process-oriented (Mackey & Gass, 2015, p.216), “seeking 
to answer ‘what’, ‘why’ and ‘how’ rather than ‘how often’ or ‘how many’” (Dai, 2012, 
p.26). This study is mainly qualitative as AR is a qualitative research method that 
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allows researchers to make changes in their interventions while collecting their 
research data. However, I have used some quantitative analysis to support my 
understanding of the classroom setting, especially in analyzing a motivation survey 
undertaken by my students. I used open-ended interviews and classroom observations 
to collect qualitative data. 
In this study, I adopted Keller’s model to address the motivational problems in learning 
the Chinese language by using GBL strategies in an Australian context (Figure 3.3). 
Her model provides an initial framework for researching the learning motivation 
process as a cycle. Also in her model, the researcher needs to keep reflecting on his/her 
implementation strategy and always refine their teaching strategies. In my project, 
during the year 2017, I conducted an action- research project in the Fantasy Public 
School in two cycles, the first in school Term 2 and the second during school Term 3. 
During the project, I collected three sets of qualitative data and analysed them in 
different ways.  
I used three games (60 seconds dash; Bingo Game and Treasure Island) in the first 
cycle to motivate students in Chinese pictographic characters learning. In Cycle 1, I 
designed GBL teaching lessons with these games at the beginning of Term 2, and 
collected data through observation and also through a motivation survey conducted 
during the class.  
At the end of Cycle 1, by analyzing and reflecting on the data collected, I started to 
plan the modifications needed for my intervention in Cycle 2 (Term 3). The 
action-research project included several steps such as lesson planning, teaching, data 
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collection, data analysis and design intervention. The AR methodology allowed me to 
intervene through teaching, to collect data, to modify my teaching interventions and to 
reflect on them. For example, for action research Cycle 2 (Term 3), I adjusted the use 
and the rules of each of the three games in use and I also added a new game called the 
“Pictionary Game” into the class to improve students learning of pictographic 
characters. During Cycle 2 I collected data from classroom observations and interviews 
with teachers and students. 
 
 
 
 
 
 
                                                
                                                             
                                                 
 
 
Figure 3.3 The AR model used in this study 
 
The design of Cycle 1 (Term 1) and Cycle 2 (Term 2) can be reviewed in the following 
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diagram (Figure 3.4)——Changes from Action Research one to Action Research two. 
Cycle One 
 
 
 
Cycle Two 
 
  
 
Figure 3.4 The whole Action Research process 
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3.3 Site Selection and Participants 
 
As a member of the Research Oriented School Engaged Teacher Education (ROSETE) 
Program in the School of Education at Western Sydney University, I worked as a 
volunteer teacher-researcher to teach Chinese language in the Western Sydney region. I 
used Fantasy Public School as the school name in this study, this is not the real name of 
the school to avoid the school’s and students’ identification (This study was approved 
by WSU/HREC committee, the approved protocol is H12106). This school was located 
in an urban area west of Sydney, and was one of the participating schools involved in 
the ROSETE Program, and was the research site selected for the study. Fantasy Public 
School provided strong support for the learning and teaching of Chinese, including 
creating a positive Chinese learning environment; supporting me while teaching; 
encouraging students to participate in the games and participating in interviews.  
Sixty students participated in this research, they were all from Years 5 and 6 in Fantasy 
Public School and they had one 40-minute Chinese lesson per week. They were in 
mixed gender classrooms and their average age was 13. Nearly 90% of them were 
English native speakers, and the rest of them spoke other languages such as Hindi and 
Spanish. This study also involved two classroom teachers as well as a mentor teacher. 
These teachers helped and supervised me during my teaching over a 10-month period.  
They were all supportive and knowledgeable. They not only gave me some suggestions 
about intercultural teaching, but also taught me classroom management skills. 
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3.4 Research Principles (Evidence trustworthiness) 
 
This section outlines two research principles which guided me to make the study 
trustworthy, namely those relating to prolonged engagement and triangulation. 
 
 3.4.1 Prolonged engagement 
 
Prolonged engagement “is the process of building trust and gathering information to 
foster rich, detailed responses” (Cope, 2014, p.90).  
In this study, I worked as a volunteer teacher-researcher in the local school for 1 year, 
teaching weekly, and participating in non-teaching activities as well. I expected to 
obtain data of good quality through classroom observations. Meanwhile, because of the 
time I spent with students and teachers, I also developed a deep understanding of the 
school culture, the curriculum and the students, and this enabled me to implement 
several cycles of teaching. 
 
 
3.4.2 Triangulation 
 
The research literature argues that triangulation in qualitative studies adds deep 
understanding and reliability to the data collected. Triangulation increases the 
profundity of awareness which the researchers approach the research phenomenon 
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(Olsen, 2004). Triangulation is also generally used to increase the accuracy of a study, 
and “in that case triangulation is one of the validity measures” (Hussein, 2015, p.3). 
The mixed definitions of triangulation show that by conducting this into the research 
project, the research will be more trustworthy, also the foundation of the data will be 
more concrete. 
Data triangulation was identified as using different sources of data, including collecting 
data from different times, different places and different people involved in the research 
(Wilson, 2014). I applied data triangulation in collecting the data from three different 
perspectives, including Years 5 and 6 students’ opinions and focus groups, the 
classroom teachers’ interviews and reflections from my own teaching experiences. Data 
sources from these groups of people built a solid foundation for this study.  
Also, methodology triangulation entails using more than one research method. In this 
study, data from interviews (one-to-one interviews and focus groups), classroom 
observations and motivation surveys provided a clear picture of the use of GBL to 
increase motivation in Chinese language learning with primary-aged school students. 
 
3.5 Data collection 
 
In this section, I explain the data collection method employed in this study, including 
classroom observation, interview and motivation survey. 
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   3.5.1 Classroom Observation 
 
Classroom observation is regarded as a striking feature in classroom-oriented research 
(Allen, 1983). It can provide conceptual and theoretical resources while attempting to 
establish a clear understanding of people’s actions, roles and behaviors (Walshe, Ewing 
& Griffiths, 2012). 
Classroom observation in this study was based on four main games, and I conducted 
the classroom observation ten times, shown as follows: 
 
Table 3.1 Observation date 
GAME TIME 
60 Seconds Dash 27/04; 18/05; 17/08; 07/09 
Bingo Game 01/06; 31/08 
Treasure Island 22/06; 21/09 
Pictionary Game 24/08; 14/09 
 
 
During the game time, I walked around the classroom and observed students’ behavior 
and took observation notes. The aims of the classroom observations are listed below: 
 
1. To observe whether the games rules were being understood by the students; 
2. To observe whether students were engaged in the game were motivated in their 
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learning or not;  
3. To observe whether there was any collaboration among students; 
4. To observe the challenges students may meet during learning.  
 
   3.5.2 Interviews with participants 
 
Interviews are often key data sources used in a qualitative study (Merriam & Tisdell, 
2015) and they were one of the most important parts of the data collection in this study. 
My project’s interviews involved asking well-chosen open-ended questions and 
expecting to receive target answers from interviewed people. DcMarrais (2004) stated 
that the interview is a process which can engage a researcher and participant in one 
specific conversation focused on the research questions related to the topic. Interviews 
can provide direct data sources, especially when the researcher cannot observe and 
record participants’ feelings, thoughts and intentions. 
 
According to the number of interviewees, interviews are usually divided into three 
different types: one-to-one interview; group interview and focus groups (Oun & Bach, 
2014). In this study, I used one-to-one interviews and focus groups.  
 
One-to-one interviews are also called individual interviews which are “a valuable 
method of gaining insight into people’s perceptions, understandings and experiences of 
given phenomenon and can contribute to in-depth data collection” (Ryan, Coughlan & 
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Cronin, 2009, p.309). Considering the young ages of the participant students in my 
project, it may have been too difficult to gather complete, reliable and well-structured 
answers from them. As a result, the one-to-one interviews were only used with the 
classroom teachers by asking the following questions: 
 
1) Can you describe the main teaching methods you used to improve students’ 
language skills? 
2) Can you describe the difficult concepts that Australian students may encounter 
while learning Chinese characters? 
3) Are there any other GBL strategies in teaching to help children learn the Chinese 
language? If so, what are they and how would you use them? 
4) What are your comments and suggestions on the Multimedia Word exercise in the 
Chinese lesson? 
5) Can you describe some special parts of the Chinese lesson that either motivated 
students to learn or had a bad effect on their motivation to learn? 
 
Focus group it is regarded as a simple way to generate data from several people 
simultaneously (Kitzinger, 1995). “This means instead of the researcher asking each 
person to respond to one question in turn, people are encouraged to talk to one another; 
asking questions, exchanging thinking and commenting on others’ point of view” 
(p.299).  
I used focus group interview in my study for two reasons. Firstly, it was a useful 
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method to engage Years 5 and 6 students, as it appeared to make them feel comfortable 
enough to openly engage in discussion with their peers, and it brought together 
different views based on different experiences. Secondly, it was an efficient method for 
the researcher to gain a large amount of information in a short period of time (n.p. 
2015). The focus group interview questions used with students were: 
 
1) Describe what you usually think is the most difficult part in learning Chinese 
characters. 
2) Describe what you will do in remembering difficult Chinese characters. 
3) Can you describe some interesting parts of the lesson that let you learn Chinese 
characters? Can you give me an example? 
4) What do you especially like about recent games used during the Chinese lessons?  
5) Describe a special part of your Chinese class that either motivated you to learn or 
had a negative effect on your learning. 
 
 
3.5.3 Motivation survey 
 
Motivation Survey (see in Appendix A) was used for measuring students’ motivation 
towards learning Chinese characters. This survey in this study was developed from 
research by Bai, Hirumi and Kebritchi (2010) as well as the ARCS Model (Keller, 
1987). Keller (1987)’s model contained four conceptual categories: “A for ‘Attention’; 
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R for ‘Relevance’; C for ‘Confidence’; and S for ‘Satisfaction’”. These surveys would 
last for maximum thirty minutes, and students were required to complete the 
questionnaire at the end of Term 2.  
 
3.6 Data analysis 
 
The analysis of data can give general and also more specific details on the findings and 
conclusions that may be reached. In the months I have spent in the school, I have 
gathered data by observing the students in the classrooms, interviewing them and their 
teachers, applying GBL in my teaching and also surveying students’ motivation 
towards learning Chinese. Indeed, data analysis is typically defined as a process of 
reading data over and over again and “finding common themes that emerge from data” 
(Morrell & Carroll, 2011, p.118). In this study, the raw data collected form teachers’ 
interviews, focus groups, observation notes and motivation surveys were all interpreted 
and analyzed by open coding and thematic analysis, thoroughly and systematically. 
 
While coding is regarded as the initial stage of data analysis (Dai, 2015), Charmaz 
(2001) described coding as the “critical link” between data collection and their 
explanation of its meaning. Coding has also been defined as “more creatively linking 
up specific events and observations to more general analytic categories and issues” 
(Emerson, Fretz & Shaw, 1995, p. 154). Opening coding is also called initial coding as 
well which is appropriate for all qualitative research. It applies in the first step of data 
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analysis (Saldana, 2009). The purpose of opening coding is to “remain open to all 
possible theoretical directions indicated by your reading of the data” (Charmaz, 2006, 
p.46). It gives researchers a chance to reflect deeply through the raw data and to take 
ownership of these data (Saldana, 2009). Strauss and Corbin (1998) provided more 
specific directions for researchers to contribute to the definition of opening coding, 
which included breaking down data into discrete parts; asking questions about data; and 
comparing those parts for commonalities and differences between other literature or 
events. In this study, teachers’ interviews and students’ focus groups were all coded by 
asking questions relevant to teaching and research content as what, how, why and what 
for. Classroom observation notes and motivation surveys were coded by comparing 
them with other previous literature, in order to identify similarities and differences and 
to contribute to research findings.  
After this initial step of coding, this study also required an in-depth analysis. So I 
adopted a thematic analysis method to further the data analysis. Thematic analysis was 
widely used and had been defined as a method for “identifying, analyzing and reporting 
themes within data” (Braun, Clarke & Weate, 2016, p. 79). Braun and Clarke (2013) 
summarized the process of thematic analysis into six phases (Figure 3.5). 
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Figure 3.5 Six phases of thematic analysis (Clarke & Braun, 2013, p.121) 
 
Clarke and Braun (2013) reminded researchers to quickly get familiar with their own 
data. In this study, during data analysis, I become familiar with the data from 
interviews; focus groups; observation notes and motivation surveys by reading and 
re-reading them and writing down some notes. These notes might be some words, 
phrases or some key ideas from the data which helped me get a general idea about 
them. 
After that, coding was adopted as an analysing tool to generate some important ideas 
from the data. As I mentioned before, this study used opening coding to deal with these 
three sets of data (Table 3.2). Then, these important ideas were compared with each 
other and previous literature as well. I extracted and combine similar information to 
form into a theme; each theme was like a big box containing different codes from each 
data set. The conclusion of each theme contributes significantly to the findings of this 
Familiarization	with	the	
data：	 by	reading	and	
rereading	the	data	
Coding:	by	
generating	important	
features	of	the	data	
Searching	for	themes:	by	
identifying	similarities	in	the	
data	and	getting	initial	
themes	
Reviewing	themes:	by	defining	
the	relationship	between	
themes	to	decide	whether	to	
combine	or	separate	 	
Defining	and	naming	
themes:	by	writing	detailed	
analysis	of	each	theme	
Writing	up:	by	
weaving	together	
analytic	narrative	and	
data	extracts	
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research.  
 
Table 3.2 A brief outline of data collection and data analysis 
Research Questions Data Sources Data Analysis 
Research Question 1: What challenges 
do non-Chinese background 
Australian students face in learning 
Chinese characters? 
 
1.Students’ focus 
groups 
2.Classroom 
observation 
1.Opening Coding; 
Compare to literature 
2.Reflect from the 
notes 
Research Question 2: How do 
non-Chinese background Australian 
students learn pictographic Chinese 
characters in the GBL setting? 
1. Teachers interviews 
2.Classroom 
observation 
1.Opening Coding; 
Compare to 
literatures 
2.Reflect on the notes 
Research Question 3: How does GBL 
help motivate learners in learning 
pictographic Chinese characters? 
 
1.Teachers’ interviews 
and students’ focus 
groups 
2.Classroom 
Observation 
3.Motivation survey 
1.Opening Coding; 
2.Reflect on the notes  
 
3.6 Games used in this study 
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In this section, four main games used in this study were listed in the following 
paragraphs. The application for those games in my Chinese class aims at enhancing 
students’ Chinese characters learning. 
 
60 seconds dash:  
In this game, I would set up 60 seconds on my phone, and gave students the 
instructions to start writing and to stop. In order to engage them into learning and 
practice their hand-writing skill, I designed two standards for it. Standard one: the 
students who wrote the most characters could win the prize; or Standard two: writing 
the neatest characters in one minute also could be accepted. 
 
Bingo game:  
Bingo game is a kind of classic game (Image 3.1). I conducted this game in my Chinese 
characters teaching, and divide it into three different difficulty levels. At the first stage, 
I type both pinyin and characters on the screen. Students can choose and copy nine of 
them into nine small squares. After that I name those characters in Chinese, and if they 
got one they can cross it on their paper. Once they make a line on the paper they need 
to call out “Bingo” to win one point. At the second stage, characters are not shown on 
the screen, but have to remember how to write them correctly. If the strokes are wrong, 
they are not counted. After that I name those characters in Chinese. At the third level, 
students not only need to remember the correct order of characters, but they also need 
to know the translation, because I say them in English rather than Chinese. 
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Figure 3.6 Students work for Bingo Game 
 
Treasure Island:  
In the ‘Treasure Island’, a big map (Image 3.2) was displayed on the screen, the whole 
class was divided into four groups, during the game time, students were required to roll 
the dice and take in turns.  
When the group meets the pattern, there is a little quiz for the group. In that case, 
groups should have discussions, then appoint one spokes person each time to give their 
answer (but not the same person all the time). If correct, they could keep going with 
more answer to more questions to win the game; if their answer is wrong, they miss the 
turn. 
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Figure 3.7 A map for Treasure Island 
 
Pictionary game:  
The whole class was divided into four groups during the ‘Pictionary game’; each group 
would be given a character, while one of them in each group was not allowed to see the 
character. That student was asked to guess what the character was, which was formed 
by the others lying on the floor, using their bodies to make the characters. 
 
3.8 Summary of the methodology 
 
This chapter has presented the methodology applied in this research. Starting with the 
reasons for choosing AR in this study, this chapter then provided the methodological 
principles guiding this study, which include prolonged engagement and triangulation. 
Then, data collection methods (interviews; observation and motivation survey on 
Chinese characters) were also explained, followed by the data analysis methods and 
timeline of the study. 
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After explaining the methodological background of my research project, in the next 
two chapters I explain how I have employed these methodologies during my time at 
Fantasy Public School. I present my results and provide details of each cycle of my 
action research, and I discuss the data I gathered using these methodologies, comparing 
these data to the literature. I also show necessary changes that were identified the first 
AR cycle to be implemented the following cycle. I start with the results of AR Cycle 
One; that students paid more attention to their writing speed rather than the character 
itself while playing the ‘60 seconds dash’ game, that the Bingo Game was so easy that 
students could hardly have been ‘motivated into learning’, and that the questions in 
‘Treasure Island’ were too simple to stimulate students’ learning enthusiasm. And in 
Chapter 5, I present and discuss the results of AR Cycle Two: that writing the neatest 
characters as possible in the ‘60 seconds dash’ game made students think more about 
the correct shape of the Chinese characters, that building difficulty levels into the 
Bingo game helped to involved the whole class in learning, and that adding more 
complex questions to the map of ‘Treasure Island’ really engaged students into group 
work and character learning. 
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Chapter 4 ACTION RESEARCH CYCLE ONE  
 
4.1 INTRODUCTION 
 
In this chapter I present the results of two sets of data that I collected during the first 
cycle of my action research in Term 2 in Fantasy Public School. I display these data in 
two sections: Classroom Observations of Students’ Engagement, and Motivation 
Survey, being one section for each of the data sets. In each subsection I provide a full 
discussion of my findings as compared to the findings of the literature. 
 
4.2 GBL application in Chinese learning: notes and discussions 
 
I divided my classroom observations into three sections according to the different types 
of games I used in my Chinese lesson. After analyzing the classroom observation notes, 
I provided a short discussion for each game. Then, I reflected on the games used in this 
cycle, and present a conclusion including the benefits and shortcomings of each game 
and the changes that were made for the next cycle. 
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  4.2.1 60 Seconds Dash 
 
    4.2.1.1 Lesson plan & form & Short discussion 
 
Table 4.1 Lesson Plan 27/04/2017 
Topic:  Learn four pictographic characters “山；水；日；木”  
Class: 5/6D; 5/6 S   Time:  40 minutes 
Rationale:  The students will learn about the correct shape, strokes and pronunciation of those 
four characters. 
Syllabus Outcomes:    1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning Focus:  
Four elemental characters 
Prior Learning – Before starting this 
activity pupils should be able to: 1. 
Know how the Pictographic 
characters have been developed over 
time; 2. Know the four tones in 
Chinese pronunciation. 
Resources / Equipment: 
PPT; Pieces of paper 
 
Time guide Content Strategy Student 
Learning 
Outcomes 
Teacher 
Learning 
Outcomes 
4 mins 
 
 
 
 
 
8 mins 
 
 
 
 
 
 
8 mins 
 
 
 
 
 
Play a video about the brief 
introduction of Pictographic 
characters, and explain how 
those characters have been 
developed over time. 
 
Display four pictographic 
characters “山；水；日；木” on 
the board. Let students talk 
about what these look like and 
any clues in the character can 
remind them of the meaning. 
 
Demonstrate and explain the 
correct writing process for each 
character. Students follow my 
process and practice their 
written Chinese on the paper. 
 
Teacher 
leads 
 
 
 
 
Students’ 
turn to talk 
 
 
 
 
 
Teacher 
leads; 
Students 
practice 
 
 
Have a brief 
understanding 
of 
Pictographic 
characters. 
 
Think deeply 
of what the 
characters 
look like and 
how can they 
connect with 
the thing in 
real life. 
Have a chance 
to practice 
their written 
skills. 
By playing the 
Know the 
difficulties 
in their 
writing 
practice. 
 
 
Ready to see 
how the 
game can 
help 
students in 
learning 
character. 
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5 mins Play a game called “60 Seconds 
Dash”. Students should write 
down as many characters as 
possible in one minute. 
Conclusion 
Game-based 
Learning 
game, they 
can quickly 
get familiar 
with the shape 
of Chinese 
characters. 
 
As this lesson plan shows above, this was the first intervention of GBL that I did with 
this cohort. Because students in this primary school were all English-speakers, at the 
beginning of this class, students kept asking me all sorts of questions, for example:  
 
‘Why do the Chinese characters look different from English words?’  
‘How can we draw those characters?’  
‘The characters look so complex, I have no idea about them.’  
I could easily see the confusion in students’ eyes when I first taught the 
basic writing strokes. I thought after watching them, that those Chinese 
cartoons could give them some clues in writing, however, it was still too 
hard for them (Observation Notes, Term 2, 2017).  
 
I have noticed that students have less interest and motivation in writing Chinese 
characters. Possible factors which might cause the confusion include:  
 
1. They thought the characters were completely different from English words, and they 
were not familiar with Chinese writing systems.  
2. The strokes were complex enough by themselves, and students needed the teacher to 
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lead them in the writing session.  
3. From my observation, only a small number of students paid attention to the first part 
of the lesson.  
 
However, after introducing the main structures of the four characters involved, I used a 
game called ‘60 Seconds Dash’ to engage these students in the language learning. 
Positive feelings in learning include, among other feelings, enjoyment of the learning 
context (Csikszentmihalyi, Rathunde & Whalen 1993; Hamari, Shernoff, Rowe, Coller, 
Asbell-Clarke & Edwards, 2016). In addition, Magner, Schwonke, Aleven, Popescu 
and Renkl (2014) found that in a GBL environment, positive feelings or negative 
feelings can have an effect on the motivation of students, which can have direct effects 
on students’ immersion in learning and the stimulation of their classroom performance 
(Hamari, et al, 2016). As the ‘60 Seconds Dash’ provided students with an interactive 
situation at the beginning stage of character learning, they appeared to show positive 
attitudes: 
 
Students looked so excited when they understood the rules of this game and 
knew the strokes of ‘山’. They quickly grabbed a piece of paper and sat to 
wait for my instructions to start. During this 60 seconds, they remained in a 
super silence with their hands quickly writing the characters on the paper. 
Even when the time was up, some of them still wanted to write more 
characters to win the game. During the checking process, I saw that most of 
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them could write down the correct shape of the character after writing them 
a few times. The students who write forty-five of ‘山’ won this game. I was 
so proud of them, even though this was the first intervention of GBL, 
students seemed to enjoy the process and learnt something about Chinese 
characters indeed (Observation Notes, Term 2, 2017). 
 
As the observation notes illustrate, students had been highly motivated by the ‘60 
Seconds Dash’ game, and were quite stimulated by this learning environment which 
involved peer competition. As competition in GBL has an effective influence on 
motivating students in learning and accepting challenges (Hwang et al., 2016), many 
researchers also found great potential for peer competition in a GBL setting (Caram, 
Caiafa, Proto & Ausloos, 2010; Chen, Law, Chen, 2017). Peer competition strategy 
allowed students to interact with peers and the learning system. The observation notes 
illustrate, competition among peers (Fong, 2016) speeds up their writing process, and 
provides them with more possibilities to achieve better results; in this study, with a 
higher score in the ‘60 Seconds Dash’ game. Therefore, the more engagement in peer 
competition, the more they could learn (Boud, Cohen & Sampson, 1999; Hamari, 
Shernoff, Rowe, Coller, Asbell-Clarke & Edwards, 2016). As long as they know the 
basic strokes of the character, their writing skills can be highly improved by this game. 
This game is very suitable for those Chinese beginning learners who want to practice 
writing skills. 
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Table 4.2 Lesson Plan: 18/05/2017 
 
Topic: Learn four pictographic characters “林；水；马；犬”      Class: 5/6D; 5/6 S      
Time:  40 mins 
Rationale:  The students will learn about the correct shape, strokes and pronunciation of those 
four characters. 
Syllabus Outcomes:    1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning Focus:  
Four elemental 
characters 
Prior Learning – Before starting this 
activity, pupils should be able to: 1. Get 
some idea about how to write and how 
to pronounce these characters. 
Resources / Equipment: 
PPT; Pieces of paper 
 
Time 
guide 
Content Strategy Student 
Learning 
Outcomes 
Teacher 
Learning 
Outcomes 
4 mins 
 
 
 
 
 
8 mins 
 
 
 
 
 
 
8 mins 
 
 
 
 
 
15 mins 
 
 
 
 
5 mins 
Play a cartoon about the real things 
these four characters represent: 
forest; water; horse and dog. Then 
explain how those characters have 
been developed over time. 
 
Display four pictographic 
characters “林；水；马；犬” on the 
board. Let students talk about what 
these look like and any clues in the 
character can remind you of the 
meaning. 
 
Demonstrate and explain the 
correct writing process for each 
character. Students follow my 
process and practice their written 
Chinese on the paper. 
 
Play a game called “60 Seconds 
Dash”. Students should write down 
as many characters as they can in 
one minute. 
 
Conclusion 
 
Teacher 
leads 
 
 
 
Students turn 
to talk 
 
 
 
 
 
Teacher 
leads; 
Students 
practice 
 
 
Game-based 
Learning 
Have a brief 
understanding 
of these four 
characters. 
 
 
Think deeply 
of what the 
characters look 
like and how 
they connect 
with the thing 
in real life. 
Have a chance 
to practice 
their written 
skills. 
 
 
By playing the 
game, they can 
quickly get 
familiar with 
the shape of 
Chinese 
characters 
Know the 
difficulties 
in their 
writing 
practice. 
Ready to 
see how the 
game can 
help 
students in 
character 
learning. 
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  4.2.1.2 Discussion of ‘60 Seconds Dash’ game Implementation-Cycle 1 
 
This was the second intervention of ‘60 Seconds Dash’, and students were 
now getting more familiar with this Game-based learning environment. 
They asked me ‘Miss, can we do ‘犬’ now?’ or ‘Miss, we are all ready, 
when can we play?’ They tended to check their working samples with their 
peers. They yelled out the numbers of the characters they wrote. If one of 
them won the game, the rest of them said ‘I can write more characters than 
you next time’ or ‘He/She is so great!’ (Observation Notes, Term 2, 2017). 
 
I observed many positive learning performances during the ‘60 Seconds Dash’ game. 
Repeat writing the character is an exercise to practice students’ writing skills, and they 
could notice more detail in their strokes during this writing game (Emery, 2017; Zhang, 
Li, Liu & Yang, 2017). 
Furthermore, this game involved peer competition. The great potential of using a peer 
competition as a method in GBL has been validated by many other researchers (Hwang 
& Chang, 2016; Kwok, Baxter & Liao, 2016). Hwang and Chang conducted a peer 
competition-based mobile learning approach in their study, and provided the learning 
tasks via the arrangement of “the competition and exciting scenarios in the real world” 
(p.1218). They also compared students’ learning performance with conventional 
mobile learning. The experimental results showed that learning with peer 
competition-based mobile learning could stimulate students’ learning interests and 
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promote their performance more so than conventional mobile learning.  
Additionally, during ‘60 Seconds Dash’ in these two lessons, as “students tended to 
chase with each other…check work samples with peers…yell out the numbers they did” 
(Observation Notes, Term 2, 2017), the competition involved writing speed and the 
amount of the characters they could write, which clearly motivated the students in 
learning Chinese characters, and created more opportunities for them to practice their 
hand-writing skills.  
However, ‘60 Seconds Dash’ is such a specific game that it can only have effects on   
written, not spoken, Chinese. Through this game, students could only practice their 
writing skills by repeatedly writing the same characters in one minute. I found a similar 
situation in research by Hsiung, Chang, Chen and Sung, (2017), who applied 
computer-based learning to character writing exercises. They concluded that their 
writing exercises were helpful tools for students to understand the correct strokes and to 
memorize the meaning of each character. Therefore, although students’ writing skills and 
their familiarity with characters could be improved through ‘60 Sends Dash’, this game 
still has limitations for the further development of language. The use of this game should 
always be associated with some other practice in order to enrich students’ other language 
skills.  
More importantly, from my observation, some students were ‘too’ keen to win the game; 
hence, they often wrote characters extremely quickly and, as a result, some of the strokes 
were incorrect and lead to a mess. For example, when I asked them to write down “犬” in 
one minute, I found some students quickly drew a straight line on the top of the paper, 
	 64	
then drew several curves on the right side across the line. After that, they drew several 
left curves under that line and finished by drawing a dot on the line (Image 4.1) 
(Observation Notes, Term 2, 2017).  
 
 
Figure 4.1 Working sample from students 
 
This writing behavior was totally wrong. In the Chinese writing system, each character 
should be separately and individually written. Instead of practicing students’ writing 
speed, knowing the correct strokes, getting familiar with the Chinese writing system and 
practicing their hand writing were the real aims of this game. 
I was quite shocked by the students’ performance, as the studies on the effective impact 
of competition in GBL settings have shown mixed conclusions on supporting students’ 
learning. Various researchers have identified competition in GBL is an efficient way to 
motivate participants to complete challenging learning tasks (Hwang et al. 2016; Lin, 
Wang, Tsai & Hsu, 2010). Cagiltay, Ozcelik & Ozcelik (2015) examined the role of 
competition in learning in a GBL environment, by allowing some learners to see their 
scores and ranking, while others were given no access to their scores and ranking. They 
concluded that competition enhanced learning and motivation. Some researchers 
identify non-competitive games as those which create a ‘friendly’ learning environment, 
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while competitive games are those which create an intensive learning environment 
(McNally, 2017). In contrast to Cagiltay et al. (2015), another study showed that some 
participants have problems falling asleep due to their thoughts about competitive game 
environments (Juliff, Halson & Peiffer, 2015). There have been many studies 
investigating the effect of competition in GBL, and which styles of competition are 
more, or less, effective (Telser, 2016; ter Vrugte, de Jong, Vandercruysse, Wouters, 
van Oostendorp & Elen, 2015). 
Furthermore, the incorporation of peer competition has been found to be a possible 
factor in improving students’ learning interests, attitudes and achievement (Chen, Law 
& Chen, 2017). Chen et al. (2017) examined peer competition in the GBL setting, and 
found that employing organized, well-designed GBL tasks was the crucial factor in 
developing the GBL setting effectively.  
Therefore, after reflecting on students’ learning performance, I added a new rule to this 
game in the next research cycle: students who either wrote the most or the neatest would 
win the prize. In that way, the intensive competitive environment would be eased, and 
students would not focus only on the writing speed, but also on the correct way of 
writing each character.  
 
 
  4.2.2 Bingo Game 
     4.2.2.1 Lesson plan & form & Short discussion 
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Table 4.3 Lesson Plan: 01/06/2017 
 
 
Topic:   Review ten pictographic characters      Class: 5/6D; 5/6 S          Room:             
Time:  40 mins 
Rationale:  The students will review ten pictographic characters they had already learnt. 
Syllabus Outcomes:    1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning 
Focus:  
Reviewing 
Prior Learning – Before 
starting this activity pupils 
should be able to: 1. Know 
how to write and pronounce 
these ten characters by 
themselves. 
Resources / Equipment: 
PPT; worksheet for Bingo game 
 
Time 
guide 
Content Strategy Student Learning 
Outcomes 
Teacher 
Learning 
Outcomes 
8 mins 
 
 
 
 
 
8 mins 
 
 
 
 
 
20 mins 
 
 
 
 
 
 
 
 
 
 
4 mins 
Demonstrate the correct 
writing process for those 
characters on the board. 
Let students follow my 
pronunciation. 
 
Invite four students to 
come to the front to write 
down two of these 
characters and pronounce 
them correctly. 
 
Display those ten 
characters on the board 
and ask students to write 
them in nine small boxes. 
After that I will call them 
out one by one, students 
should respond 
immediately when they 
have written them all by 
shouting ‘Bingo’.  
 
Conclusion 
Teacher 
leads 
 
 
 
 
 
Students lead 
 
 
 
Game-based 
Learning 
Review the 
characters we learnt 
before and have a 
better idea about how 
to write and how to 
say them. 
Have a chance to 
practice their written 
skills. 
 
Let them have a goal 
to learn more 
characters.  
Won’t get boring 
when learning and 
reviewing characters. 
Know the 
difficulties 
in their 
writing and 
speaking 
practice. 
 
 
 
 
Ready to see 
how the 
game can 
help students 
in characters 
learning. 
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   4.2.2.2 The ‘Bingo game’: competitiveness and adjustments 
 
Language learning requires learners to learn about writing; reading; listening; 
pronunciation skills (Oxford, 2016). After practicing students’ writing skills in the ‘60 
Seconds Dash’ game, I also designed a game called ‘Bingo Game’, aiming at practicing 
their listening, writing and responding skills.  
This was the first time students played the ‘Bingo game’ in the classroom and we 
played it twice in this class. From my classroom observation, after I explained the game 
rules, students became quite familiar with the rules. However, I noticed that some of 
them were still struggling when writing and speaking Chinese characters. For example,  
 
I found that most of the students needed to rely on the screen where the 
characters have been displayed during writing down those nine characters 
on their work sheet. After I named one character, some students asked me 
‘What does that mean, Miss?’ or ‘Miss, could you please repeat that again? 
I am not sure.’ etc. or they asked the person next to them to get some help. 
While, three or four of them looked at me in despair and said ‘I have no 
idea about the Chinese pronunciations.’ However, in the second turn of 
‘Bingo Game’, I could see that 90% of students improved their 
hand-writing and listening skills. One student said ‘Oh, it really helped. I 
can now understand which character you are saying’ (Observation Notes, 
Term 2, 2017).  
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Students’ writing, listening and responding skills had been improved via the first 
intervention of the ‘Bingo’ game. It is important to note that students who really wanted 
to get the correct answer, would tend to seek someone else to help them with the shape 
and pronunciation. In this game, students were required to learn characters via four 
steps: version sight (the screen displayed the characters) to hand-writing (write 
character into their worksheet) to listening (listen to what I’ve said) and recognizing the 
right character. 
 
However, after two rounds of this ‘Bingo game’, using the same difficulty 
level, students lost their interest easily. “Miss, I can read and write those 
characters by myself.”; “Yes, we don’t need them shown on the screen, it 
will be boring if we still use the tips from you.” “We can write them without 
any help!”  
They are now so familiar with the rules of this game. And their skills have 
been improved via this game. They now want to update the difficulty level 
to meet their urgent demands to learn more (Observation Notes, Term 2, 
2017).  
 
As other researchers suggested in their studies of ideal GBL settings, students could 
learn from solving complex problems within a game, however, these problems should 
be progressive, by starting off easy, gradually becoming more difficult as the players’ 
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skills developed (Hamari, et al., 2016). In this way they would be motivated to learn, to 
practice their skills and to build their knowledge to continue playing (Valve, C, 2007).  
Therefore, as students’ language skills had been improved by these games, for the next 
term, I added two difficulty levels for the Bingo Game. At the second stage, characters 
would not be shown on the screen; students would have to remember how to write 
them correctly. If the strokes are wrong, it won’t be counted as ‘Bingo’. After that I 
would name those characters in Chinese. At the third level, students not only need to 
remember the correct order of characters, but they also need to know the translation, 
because I would say them in English rather than Chinese. 
 
  4.2.3 Treasure Island 
 
     4.2.3.1 Lesson plan & form & Short discussion 
 
Table 4.4 Lesson Plan (22/06/2017) 
Topic:   Review the whole content we learnt in this term  Class: 5/6D; 5/6 S  Time:  
40 mins 
Rationale:  The students will review both Pictographic characters and simple sentences we 
learnt this term. 
Syllabus Outcomes:   1.UL.1; 1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning 
Focus:  
Reviewing 
Prior Learning – Before starting 
this activity pupils should be able 
to: 1. Know how to write and 
pronounce those twelve characters 
by themselves; 2. Know how to 
answer the question “what’s 
Resources / Equipment: 
PPT 
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     4.2.3.2 Discussion of ‘Treasure Island’ implementation-Cycle 1 
 
‘Treasure Island’ is a group work game, students find their partners with a 
big happy smile on face. When the game begins, they really care about the 
number on the dice and how far they can go. When one group meets a 
question, they discuss together and look up the answer from their notebooks 
in order to get the correct answer. Students from the other group are also 
willing to help the first group to get the point (Observation Notes, Term 2, 
this?” in Chinese. 
Time 
guide 
Content Strategy Student Learning 
Outcomes 
Teacher 
Learning 
Outcomes 
15 mins 
 
 
 
 
 
 
 
 
 
23 mins 
 
 
 
 
 
 
 
 
 
2 mins 
Demonstrate the correct 
writing process for those 
characters on the board. Let 
students follow my 
pronunciation. 
Invite ten students to come to 
the front to write down two 
of these characters and 
pronounce them correctly. 
 
Divide the whole class into 4 
groups, they roll the dice and 
take turns. In order to keep 
going, they need to have a 
spokesman each time to 
answer the little quiz on the 
map. 
The quiz will all relate to the 
learning content in this term. 
 
Conclusion 
Teacher 
leads; 
Students 
practice 
 
 
 
 
 
 
 
Game-based 
Learning 
Review the 
characters we 
learnt before and 
have a better idea 
about how to 
write and how to 
say them. 
Have a chance to 
practice their 
written skills. 
 
Let them have a 
goal to work well 
with their group 
member.  
Won’t get boring 
when learning and 
reviewing 
characters. 
Know the 
difficulties 
in their 
writing and 
speaking 
practice. 
 
 
 
 
 
Ready to 
observe 
how the 
game can 
help 
students in 
character 
learning. 
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2017). 
 
As ‘Treasure Island’ was a group work game which involved both cooperation and 
competition, students in the class were highly concentrated on finding the correct 
answer for their group, and keen to answer the questions to get a higher score. I was 
glad to see that when one of the group members was struggling by answering a difficult 
question, the others were highly engaged in group discussion, such as looking the 
words up in a dictionary, and searching in their note books to figure out the correct 
answer.  
I also found a similar situation in De Vita’s (2004) study, where he applied an online 
computer game to teaching Chinese characters at an elementary school. He found that 
during the game, students were enthusiastically participating in the group work game 
and cared more about the competition scores. Also during the game time, students were 
highly motivated by group work. Vaughn and Reutebuch (2016) pointed out several 
benefits of group work. For example, it can improve students’ generalizability of skills; 
increase opportunities for students to practice their responses. These positive effects of 
group work made me reflect on the type of game I should use. For the next research 
cycle, I concluded that I needed to add more games which can involve group work. 
“Treasure Island” is an effective group work game, as it has more than one question, 
the questions refer to the learning content in this term, and it can also let students 
practice their reading, speaking and listening skills. For example, the three questions 
below (Image 4.2) from “Treasure Island” were aimed at practicing students’ writing, 
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recognizing and speaking skills. When one group meets the first question, they need to 
quickly search all the characters about animals they learnt in this term, and find two of 
them whose Chinese characters they feel they can confidently write. The purpose for 
the second question is to consolidate students’ knowledge of Chinese pictographic 
characters; to teach them to always remember to find some clues in the character that 
can help them to memorize it. The last question is about practicing their spoken 
Chinese. In this stage, they need to get familiar with the Chinese pronunciation system 
and search the right pronunciation for ‘forest’. 
 
 
 
Figure 4.2 Three questions in ‘Treasure Island’ 
 
The final scores were roughly the same; they all did well in this game. 
Winners celebrated together with the little gifts in their hands, the students 
in the other group whispering restlessly that they can do better next time. 
Also students were all excited about this competition game, telling me: 
‘Miss, that was a great time, me and my group really enjoyed it’; ‘Miss, I 
love Chinese, I am sure I can do well next time.’ I was also glad to see that 
some students asked their peers for the Chinese notebook after class. Also 
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after class, they are likely to keep me there to continue this game 
(Observation notes, Term 2, 2017). 
 
‘Treasure Island’ elaborated upon getting students to learn step-by-step. As the 
observation notes illustrated, students commended this game as a great competition 
game that can help them in Chinese character learning. However, due to time 
constraints, students didn’t get the chance to answer all the questions I designed for 
them. Also, around 20% of students didn’t have a chance to answer the question for 
their group.  
So in the next cycle, I extended the time from 23 minutes to 30 minutes to make sure 
everyone could have a chance to answer the question. At the same time, I enriched the 
questions and added more quizzes which can challenge students’ multiple learning 
skills. 
 
  4.2.4 Findings of GBL implementation – Cycle 1 
 
In this cycle, I used three games to enhance student learning: ‘60 Seconds Dash’; 
‘Bingo game’ and ‘Treasure Island’. From my observation, ‘60 Seconds Dash’ is a 
game which could offer a chance to improve students’ writing skills by repeating the 
writing of one character. Students were allowed to find more detailed information about 
the strokes as well as the correct shape through this game process. At the same time, the 
majority of them motivated under this peer competition learning environment 
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(Borowiecki & Kavetsos, 2015; Hwang & Chang, 2016), as they tended to “chase with 
each other… and all want to win the game” (Observation notes, Term 2, 2017). Peer 
competition was regarded as a better strategy in Chinese learning to encourage students 
in actively learning and accepting challenges (Hwang & Chang, 2016).  
However, I also found that some of the students were likely to only focused on the 
writing speed, as a result, the characters they had written were totally wrong. I really 
needed to improve the role of this game to correct their writing habits.  
In addition, ‘Bingo game’ can have positive effects on developing writing skills as well 
as responding skills by recognizing, listening and copying characters. 
As for the ‘Treasure Island’, it is a group work game which could impact on developing 
students writing, listening and speaking skills. As students could “ask their peers for 
help when they meet a difficult question” (Observation notes, Term 2, 2017), the game 
offered many of the benefits of group work, and increased opportunities for students to 
respond, practice their language knowledge, and use time more effectively (Vaughn & 
Reutebuch, 2016). ‘Treasure Island’ also allowed students to be motivated by the group 
work learning environment. It offered opportunities for those students who were 
struggling with Chinese learning (Regan, Evmenova, Mastropieri & Scruggs, 2015). 
Working in a group setting improved student’s learning performance (Scruggs, 
Mastropieri & Marshak, 2012). 
Although these three games had positive impacts on pictographic character learning, I 
still need to reflect on the students’ classroom performance. When students played “60 
Seconds Dash”, instead of focusing on the correct stroke order, some of them only 
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focused on the writing speed, always at the expense of accuracy. For the next cycle, I 
had to change the rules of the game to ask the students to write quickly as well as 
neatly.  
For Bingo, if I still displayed the characters on the board, they might feel that it is too 
easy and then disengage from the lesson. For the next cycle, I added two difficulty 
levels for the Bingo Game. At the second stage, characters would not be shown on the 
screen. Students would have to remember how to write them correctly, and if the 
strokes are wrong, it would not be counted. After that I would name those characters in 
Chinese. Moreover, at the third level, students not only need to remember the correct 
order of characters, but they also need to know the translation, because I would say 
them in English rather than Chinese. As for ‘Treasure Island”, I found a great potential 
for group work, and in next cycle, I would extend the time of this game. Also I would 
adopt one more group work exercise in class which could use Pictionary characters. 
 
4.3 MOTIVATION SURVEY 
 
In this section, I display the data from the questions in the motivation survey separately 
in a graph at first. Then after comparing the results with the literature, I measure 
whether the GBL setting has actually motivated the students. 
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  4.3.1 Introduction & overview (bar chart) 
 
This motivation survey was held at the end of Term 2. Thirty-two students in my 
Chinese class participated in this motivation survey. All of them were Chinese 
beginning learners. The main purpose of this survey was to see whether game-based 
learning had motivated students or not. In this section, I separate questions from the 
survey and compare the results to the literature. 
 
4.3.2 Data analysis (separate questions) 
 
The findings from each question will be shown in the following lists: 
 
 
 
1. According to the Chinese K-12 syllabus in NSW, the sequence of Chinese language 
learning for early stages 1 to 3 should be: “listening, speaking, character learning, 
reading and writing” (Loh, Wong, Tang, Ng, Cheng, Leung & Chan, 2014, p.1). The 
results from question 1 show that nearly 90% of students thought that learning Chinese 
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1.	I	think	Chinese	class	will	be	difficult	for	me.
Very	True
Mostly	True
Moderately	True
Slightly	True
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would be difficult for them. Other studies also found that for non-Chinese speaking 
students, they were not only struggling in pronunciation and listening (Chen, 2016) but 
written Chinese was also difficult for them (Cheng, 2014).  
The high difficulty levels in learning may decrease students’ motivation (Lin-Siegler, 
Ahn, Chen, Fang & Luna-Lucero, 2016) and cause anxiety while learning (Pitt, et al., 
2015). However, GBL as a new learning pedagogy has been found to stimulate and 
support learning (De Freitas, 2006), and allow learners to learn while playing (Turgut & 
Irgin, 2009; Peter, 1998), especially when it involves group work (Tian, et al, 2010; 
Sharon & Colleen, 2016). Therefore, GBL could still address the motivation problems 
caused by the high difficulty level of the Chinese language (Lee, Lam, Lau & Li, 2017). 
 
 
 
2. Over 40% of students had a sense of satisfaction in the Chinese class. However, it is 
also noted that 30% of students did not feel satisfied. This might be because of the high 
difficulty level of the Chinese language (Lee, et al, 2017), which can cause students to 
easily lose their interest and get little sense of satisfaction through learning (Kuo, 
5
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8
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0 5 10 15
Question	2
2.	I	believe	that	completing	this	Chinese	class	will	give	me	
a	feeling	of	satisfaction.
Very	True
Mostly	True
Moderately	True
Slightly	True
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Walker, Belland, Schroder & Kuo, 2014). Cheng (2014) found a similar result from his 
research: learning Chinese had a low rate of interest among students. Nearly 84% of his 
students’ lack of interest was probably due to fear, and 97% of them thought that the 
main reason was that Chinese was too difficult (Cheng, 2014). As satisfaction has been 
identified as an effective feature in students’ learning motivation (Keller, 1983; Lin, 
Huang, Shin, Covaci & Ghinea, 2017), providing a joyful GBL environment would be 
more likely to result in students achieving better satisfaction (Hung, Sun & Yu, 2015). 
 
 
 
3. Almost all students valued the role of these two games, and they thought those Chinese 
learning games were related to their interests and could motivate them to learn. Eseryel, 
Law, Ifenthaler, Ge and Miller, (2014) focused on students’ problem solving skills and 
also came to a similar conclusion, that game-based learning can have an impact on 
students’ motivation and engagement in class. However, from this bar chart, it cannot 
be ignored that these two games are not really related to those 14% of students. 
Accordingly, for any future study, I might research students’ interest at the beginning of 
the class and create games which can involve more complex contexts (Eseryel, Law, 
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Question	3
3.	Those	games	of	Chinese	characters	like	'60	seconds	
dash'	and	'Bingo	Game'	are	related	to	my	interests	and	
they	can	really	motivate	me	and	my	classmates	in	
learning	Chinese.
Very	true
Mostly	true
Moderately	true
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Ifenthaler, Ge & Miller, 2014). 
 
 
 
4. Games in Chinese class were enjoyable for these students. Omar & Cavus (2014) 
provided a similar conclusion via their research. They used mobile GBL in English 
learning progress, and concluded that GBL made students enthusiastic and enjoy 
learning. To further validate my study, I compared my findings with Huang, Huang & 
Wu (2014) who completed a successful study on GBL used in mathematics teaching. 
They also adopted Keller’s (1983) ARCS Motivation Theory to measure whether 
students were motivated or not. As Keller’s data showed, a game-based learning style 
helped students enjoy learning Maths. Moreover, both student groups’ motivation and 
learning outcomes were enhanced. 
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Question	4
4.	I	am	really	enjoying	playing	games	in	this	Chinese	
class.
Very	true
Mostly	true
Moderately	true
Slightly	true
Not	Sure																	
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5. Over 50% of students felt more confident to learn more Chinese characters after 
playing these games, although some of them did not. In Keller’s (1983) ARCS 
Motivation Theory (‘A’ for ‘Attention’, ‘R’ for ‘Relevance’; ‘C’ for ‘Confidence’ and ‘S’ 
for ‘Satisfaction’), she highlighted the important role of students’ learning confidence 
in stimulating and sustaining learners’ motivation.  
Actually, as early as 1991, Watkins, Biggs and Regmi (1991) had noticed students’ 
confidence was one competency in foreign language learning. They measured the 
relationship between the level of students’ learning confidence and the approach 
adopted in learning a language. Their results indicated that students who had more 
confidence in learning were more likely to implement well-organized learning 
strategies. However, instead of attempting to get more understanding of the learning 
context, less confident students preferred to rely on rote learning (Watkins, Biggs & 
Regmi, 1991).  
In my Chinese lessons, these games were all relevant to learning the content, so my 
students should have felt some confidence that they could complete the game by 
themselves or with their group members. Fortunately, after the implementation of those 
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Question	5
5.	After	taking	the	Chinese	class,	after	playing	those	
games,	I	believe	that	I	will	be	confident	in	my	ability	to	
learn	more	Chinese	characters.
Very	true
Mostly	true
Moderately	true
Slightly	true
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games, more than half of the participating students’ confidence in learning Chinese 
characters improved. The sense of this confidence came from each meaningful success, 
such as the student being able to write the neatest character in the ‘60 Seconds Dash’ 
game; or answering a difficult question in ‘Treasure Island’ which helped his/her group 
win the game. Watkins, Biggs & Regmi (1991) also found that some of the confident 
students could autonomously acquire knowledge they had not learnt before.  Zhang 
(2015) argues that students can explore unknown fields out of the class which can 
motivate them in learning or make them feel more successful. 
 
 
 
6. 74% of students thought that a wider variety of materials and games could keep 
their attention on the learning. However, there were still 24% of students who thought 
that those things could not catch their attention. I had reflected in my observation notes, 
that after experiencing two rounds of the same difficulty level in the ‘Bingo Game’, 
that students’ reading and writing skills had been improved, but that it would be hard to 
keep their attention on learning by continuously conducting this game at its current 
difficulty level.  
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Question	6
6.	I	think	that	the	variety	of	materials,	exercises,	
games,	etc.,	will	help	keep	my	attention	on	the	
Chinese	class.
Very	true
Mostly	true
Moderately	true
Slightly	true
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Additionally, I found that many researchers make learning materials a priority. For 
example, Van Niekerk and Webb (2016) discovered that increasing university class 
sizes meant that lecturers could spend less time giving students individual attention. 
They created e-learning materials to solve this problem. Their results illustrated that 86% 
of their university students enjoyed learning by e-learning materials, and they thought 
these materials enriched their study.  
It is clear to me that some e-learning materials can benefit students’ self-study. My 
students were all primary-aged, and they needed teachers to guide their learning, 
especially in foreign language learning (Tabors, & Patton, 2014). Thus, I incorporated 
different types of materials into my Chinese lesson, for example:  
1. The cartoon about the development of Chinese pictographic characters. This material 
provided a direct and deep introduction to pictographic characters which made 
understanding them much easier.  
2. Before each lesson, I prepared a folder including instructions and the strokes of each 
pictographic character to remind students of the learning content and to help them in 
reviewing knowledge.  
3. Instead of letting students draw the square of the ‘Bingo game’, I prepared a unified 
work sheet which provided a clear version of the square while the students played the 
game. 
4. A big map of ‘Treasure Island’ also played an important role in organizing this game. 
This map was easy to follow and could involve the whole class in a GBL setting. 
According to students’ feedback, designing a variety of learning materials and always 
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updating difficulty levels by following students’ learning steps, could better keep their 
attention on learning and make learning much more fun. 
 
 
 
7. As the bar chart shows above, over 74% of students reckoned the game ‘Treasure 
Island’ could help them to learn. Also, according to my observation, students in these 
two classes not only enjoyed this group game, but they also highlighted the educational 
effects of this game. I can clearly remember what students told me after that lesson, for 
instance, ‘Miss, I now know how to say forest in Chinese! This game is amazing’; 
‘Thank you Miss, I think I can remember all the characters we learnt before.’ ‘Treasure 
Island’ was clearly not only an enjoyable game to play, but also could cultivate an 
awareness of group-work, and allow students to learn in a cooperative yet still 
competitive environment. 
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Question	7
7.	The	game	'Treasure	Island'	that	is	used	in	the	class	
is	helpful	for	my	Chinese	character	learning.
Very	true
Mostly	true	
Moderately	true
Slightly	true
Not	Sure
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8. Over 80% of students thought that Chinese was worth learning. As a sense of 
self-worth had been found could hence learning satisfaction (Rakrachakarn, Moschis, 
Ong & Shannon, 2015; Du, Bernardo & Yeung, 2015), some other researchers adopt 
this relationship into their studies, for example, O’Driscoll and Jarry (2015) did a 
research about examining whether the tendency of self-worth could enhance their body 
satisfaction in a body weight control project; while, Chang and Cho (2015) focus on the 
relationship among job satisfaction, economic satisfaction and self-worth. Additionally, 
students’ satisfaction had crucial effect on motivating them in learning (Keller, 1983), 
therefore, the aim for this question in my research is to measure whether students’ 
self-worth could improve via the intervention of GBL in order to stimulate learning. As 
the result showed, 80% students thought learning Chinese was worthy, those positive 
emotions would increase learning satisfaction, thus students in my class was motivated 
in GBL setting. 
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8.	I	think	this	course	was	worth	my	time	and	effort.
Very	true
Mostly	true
Moderately	true
Slightly	true
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4.4 Partial conclusion of Cycle one 
 
1. At the start of this cycle, I have realized that the majority of non-Chinese background 
students thought learning Chinese would be difficult for them I could feel that because 
I had observed “confusion on students’ eyes” (Observation notes, Term 2, Cycle 1) and 
also because, students kept asking me questions about the different structure among 
Chinese characters. Chinese language actually provides challenge for its learners, due 
to, its complex strokes, no indicated pronunciation and other features that defy the 
understanding of non-Chinese background learners. Therefore, one of the major 
challenges of this first cycle for me as a teacher was to find ways to motivate the 
students during the class and also to make Chinese characters much easier for them to 
learn.  
2. However, it cannot be ignored (as shown in Tables 4 and 5) that after the GBL 
intervention by adopting some Chinese learning games, over 60% of students had been 
motivated in the class and had much more confident in learning Chinese characters. 
Also most of them were willing to learn more characters through the games. 
3. According to the Motivation surveys, the use of games to motivate students’ learning 
was invaluable. Students in these two classes can all participate in Game-based 
learning settings; they thought it was worth their time and efforts. This sense of 
self-worth would enhance students’ learning motivation. Additionally, majority of 
students confirmed that they did enjoy learning Chinese via playing games and were 
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really motivated by the GBL strategy.  
In this research cycle, the positive impact on stimulating students in Chinese learning 
using of games had been found during the first intervention of GBL. For example, 
students quite enjoyed peer competition in these three games, especially in ‘60 seconds 
dash’, students “remained in a super silence with their hand quickly writing the 
characters on the paper” (Observation Notes, Term 2, 2017), they tended to chase with 
each other to win the game. However, I also found the weakness through this 
competitive learning environment. It would cause some unexpected situations, because 
students were too ambitious, in order to save time, the characters they wrote were 
incorrect. Moreover, although students were motivated by ‘Bingo Game’, when their 
writing; spoken and recognizing skills had been improved by this game, they lost their 
interests after two rounds of this game in the same difficulty level. Also, the important 
role of group work had been highlighted in ‘Treasure Island’, students were highly 
motivated into group working. 
Furthermore, in the first research cycle, as I worked as a language teacher I have 
learned that I have to modify my lesson plans and to adjust my teaching according to 
my students’ progresses and the difficulties they might face. Hence, I updated the 
games to cater for the learning of individual students. Students would be required to 
write the neatest character as possible in ‘60 seconds dash’ game, and they could also 
have two more higher difficulties levels in ‘Bingo game’ in next term. In addition, 
those modifications also illustrated how GBL is flexible and can be a student centered 
learning pedagogy – as modifications come according to students’ feedback and 
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(dis)engagement with the lessons.  
Also, reflecting from students’ learning performance and updating GBL setting in my 
teaching shown my understanding of the Action Research (AR) process. This process 
always required me to reflect on my own teaching and always think critically and 
systemically towards the teaching context. 
In next chapter, I will explain how my GBL teaching pedagogies had been improved in 
Cycle two, including the rule setting; game organization and the data collection.  
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Chapter 5 ACTION RESEARCH CYCLE 2 
 
In this chapter I present the results of the two sets of data that I have collected during 
the second cycle of my Action Research project in Term 3 in Fantasy public school. I 
display these data in two sections: classroom observation and interviews, being one 
section for each of the data sets. In each subsection I provide a full discussion of my 
findings compared to the relevant literature, however, I combine several similar parts of 
these data into discussion in order to gain more information to make data analysis more 
reliable. After that I will conclude the significant findings from these discussions to 
contribute the conclusion of AR Cycle Two. 
 
5.1 Interviews 
 
The main topic of my interviews with students and classroom teachers was the role that 
games can have in Chinese pictographic characters teaching and learning. With these 
interviews, I was interested to gather their opinions and feelings about the use of GBL 
in my classes. Hence, my questions were centered on these topics. Some of the students 
who participated in the focus groups mentioned their increased motivation to learn 
Chinese; while the classroom teachers said that the GBL class is a more effective 
learning environment compared with the traditional class. 
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5.1.1 Teacher response to using Game-based learning to teach Pictographic 
Chinese Characters 
 
These interviews involved two female classroom teachers. These two teachers 
participated in every one of my Chinese classes as supervisors and helped me in class 
management as well. These interviews were held on 31st August, 7th September in the 
classroom, and both lasted about 20 minutes. Teachers were asked five questions about 
their understanding of my intervention in the class; as well as their comments on the 
use of GBL in Chinese learning.  
 
The one-to-one interview with the classroom teachers used the following 
questions: 
 
Table 5.1 Results of Question 1 (Teachers) 
Can you describe the main teaching methods you use to improve students’ language 
skills? 
What you have thought about my interventions (teaching) using GBL strategies? 
Teacher 1  Teacher 2 
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Yes, it’s to use different games to teach and 
to read and re-inforce. 
I think it will be really successful, I think it 
got a lot of children involved, instead of just 
the teachers standing in the front telling or 
showing the children, so I’ve notice some 
children who will … now participating they 
can learn from their friends, they don’t feel 
like it’s just them on their own and having 
questions. 
My use? I think a lot of reading; you need to 
read to learn to make the vocabulary much 
boarder. Also having kids speaking like the 
speech today, that’s good for their language. 
I think that’s a great way to do it, because 
kids really get into it and are really 
competitive. So I think having a game 
component with learning Chinese is a good 
way to learn because they are really into it, 
not just sitting there and listening. They are 
also taking parts so I think it’s a really good 
thing to do. 
 
Table 5.2 Results of Question 2 (Teachers) 
What are your comments and suggestions on the “Treasure Island” in Chinese lessons? 
Can you explain this part a bit more? 
Teacher 1  Teacher 2 
It’s a good game, yeah, like I said before they all 
participated very well and enjoyed it. So I think 
they are learning more through the games, rather 
than just doing the worksheet and just the 
teacher at the front. 
They are really competitive especially 
when they were in a group. 
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Traditional teaching methods such as the ‘sage on the stage’— or as Teacher 1 says 
“the teacher at the front” have faced a range of critics in the past decades (Fini, Zarei & 
Sardare, 2015; Mackey & Gass, 2015; Zaidi, Hammad, Awad, Qasem & Al-Mahdi, 
2017). The critics of the traditional methods say that these methods do not engage 
students and usually place the center of the lesson on the teacher (Dortaj, 2015) and 
some traditional teaching methods are just “confining to transmission of the 
information” (Fini, et al. 2015 p.55). As a consequence of a teacher-centred method, 
students become passive and do not develop critical skills that are needed to understand 
and to live in the 21st century world (Niu, Behar-Horenstein & Garvan, 2013). 
This is particularly the case for language teaching, where the active participation of all 
students is essential for them to learn the real use of a language in different social 
contexts (Zur Muehlen & Recker, 2013). Hence, as GBL is a new and student-centered 
teaching method (Hussain, Tan & Idris, 2015; Cózar, & Sáez, 2016), the teacher can see 
how GBL is not only engaging their students, but it actually makes the students “learn 
more” (Teacher 1). 
The teachers can quickly make important comparisons between traditional methods and 
GBL. They affirm that, compared to some traditional teaching strategies such as 
“teacher at the front teaching about the grammar, doing worksheets” (Teacher 1), where 
students many times end up getting bored while learning, GBL lets students learn in a 
fun way. For example, as Teacher 2 mentioned above, students enjoyed learning in a 
“competitive learning environment” during ‘Treasure Island’, improving their Chinese 
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knowledge by working in a group setting. 
 
Table 5.3 Results of Question 3 (Teachers) 
Can you describe some special parts of the games that motivated students to learn 
Chinese pictographic characters? E.g. Bingo 
Teacher 1  Teacher 2 
They can check with their team members and not 
just be individual, if they don’t know they might 
feel embarrassed, or sometimes their behavior 
might be bad if they don’t know, during the 
game, they work in a team so they can check with 
each other. 
The visual sight of the characters 
really helps them to learn. 
 
At the same time, the important role of group work strategies within GBL (Fini, et al. 
2015) has also been mentioned by the teachers (“especially when they are in a group”). 
Teacher 1 acknowledged that during the game time, instead of working individually, 
they were “checking with each other”. For example, “when one of them met a hard 
question in ‘Treasure Island’, instead of just standing there, s/he would turn to ask 
group members for help, and engage into group discussion” (Observation Notes, Term 
3, Cycle 2). This action can allow students to gain different ideas from their peers; that 
is a solid way to consolidate their knowledge in Chinese characters learning.  
Another big potential of peer work has been identified by other researchers (Vaughn & 
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Reutebuch, 2016; Moran, Russinova, Yim & Sprague, 2015; Austin, Ramakrishnan & 
Hopper, 2015). They thought peer work is a more effective way to use teachers’ and 
students’ time and has a beneficial effect by increasing peer interaction  (Vaughn & 
Reutebuch, 2016).  
It was clear from my observations that, with the GBL approach, students spent much 
more time with their peers, thus the positive peer group learning environment not only 
improved their language learning outcomes, but also impacted on their social 
development (Coplan, Bullock, Archbell & Bosacki, 2015). In fact, during my 
intervention through the games in the second AR Cycle, especially in ‘Treasure Island’ 
and the Pictionary game, I emphasized the role of peer work. For example, I doubted 
the use of ‘Treasure Island’ and employed another group work game called the 
‘Pictionary game’ in this term (Lesson Plan, Term 3, Cycle 2). As the data shows above, 
two classroom teachers, especially Teacher 1, noticed the important role of peer work 
in Chinese learning, as students did not “feel embarrassed” (Teacher 1) if they did not 
know the answer, working as a team avoided “bad behaviour” (Teacher 1), while team 
members can always offer each other content and moral support during the game 
(Observation Notes, Term 3, Cycle 2). Group working could “enhance their learning as 
well” (Teacher 1).  
Meanwhile, one of the main characteristics of Chinese pictographic characters was 
identified by Teacher 2. These characters are all easy to recognize and remember by 
their “visual sight” (Teacher 2). Additionally, as early as Term 2, when they firstly met 
Chinese pictographic characters, “students said the characters like ‘山’ (mountain) and 
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‘水’ (water) remind them of the real shape of the objects, they can quickly remember 
the pictographic characters by imagining the picture of each object” (Observation 
Notes, Term 2, Cycle 1).  
In fact, as students can connect those pictographic characters with the real object in 
their daily lives, visual perception played an important role in this process. Visual 
perception can stimulate the formation of retinal images and help students to recognize 
a word by connecting the word’s shape with its meaning. A “computerized visual 
perception assessment tool for Chinese Characters Structures” (p.447) developed by 
some other researchers (Wu, Lin, Yang & Kuo, 2015) corroborated this concept. They 
defined visual perception as object perception (Goodale, 2014). Object perception is an 
ability to recognize the characteristics of a word via its shape and texture, which can be 
developed in children’s early stages of character learning. As a result, adopting Chinese 
pictographic characters is beneficial, not only because they are easy to recognize and 
write (Hsu, 2013), but also they can develop students’ visual perception skills and it 
makes character learning easier. 
In addition, as for GBL facilitating students’ visual perception skills, their visual 
recognition of Chinese pictographic characters was enhanced via the intervention of 
‘Pictionary Game’. As this game required students to “quickly recognize a visual 
feature contained in each character” (Lesson Plan, Term 3, Cycle 2), their knowledge of 
the visual elements in characters had been practiced and been improved by their own 
participation in making characters by themselves.  
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Table 5.4 Results of Question 5 (Teachers) 
Can you describe the challenges that students may encounter while learning Chinese 
pictographic characters? 
Teacher 1  Teacher 2 
I think just giving them more confidence and 
it make learning easier and taking the 
pressure off them if they don’t know, they 
may not be embarrassed or shy if they don’t 
know, it makes it funny…; creating an 
interactive learning environment may help. 
And not like English words, the Chinese 
character appears by itself. Children feel 
strange when they first see them. 
Remembering them, just the remembering 
and memorizing.  
It’s a whole new language, they all grow up 
in English environments, especially these 
children. They don’t have a second language, 
they may struggle a little bit more, I found 
the kinds who speak more than one language 
can pick it up better. 
 
This time we talked about some challenges students may encounter while learning. It 
cannot be ignored that students in Fantasy Public School “all grew up in English 
environments” (Teacher 1), and for those students who can only speak English, 
learning Chinese might be a big challenge for them (Singh & Jinghe, 2015). I divided 
the challenges into two types: challenges in teaching pedagogy, and challenges in 
character learning. 
To begin with, without teachers’ intervention, when facing “a whole new language” 
(Teacher 2), “students do not have enough motivation to cultivate their interest in it” 
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(Observation Notes, Term 2, Cycle 1). They may feel isolated and anxious (Qian & 
McCormick, 2015). As Teacher 2 mentioned above, “Australian students had less 
Chinese learning experience, and they need to be motivated in an interactive learning 
environment” (Teacher 2). These data corroborate the findings from Qian and 
McCormick’s (2015) research project. They studied distance language teaching and 
learning and pointed out that one of the biggest challenges they have faced was: a “lack 
of face-to-face interaction” (p.55) between students and teachers as well as among 
students themselves. As a result, to face this challenge, the positive competitive 
learning surrounding the games ‘60 seconds dash’ and ‘Bingo game’ was combined 
with the group work setting of ‘Treasure Island’ and the ‘Pictionary game’ in GBL, 
which increased the interaction between students to learn the content; it also increased 
the competitiveness between them. 
As for the challenges involved in character learning, Chinese characters have an 
obvious characteristic; visual complexity (Shu, 2003). They are “not like English words, 
they appear individually. Children feel strange when they first see them” (Teacher 1). In 
addition, I observed “the confusion in students’ eyes when they first see Chinese 
characters” (Observation Notes, Term 2, Cycle 1). In fact, learning Chinese characters 
required learners to learn via character recognition, character writing and character 
pronunciation. For the recognition, learners need to acquire insight into the basic 
structure of characters. During the writing process, learners are required to retrieve 
every stroke of the character exactly. As for the pronunciation, learners need to 
cultivate their phonetic awareness. As a result, learning required several complex 
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processes. Sung and Wu (2011) from the USA also identified similar challenges in their 
study, and reported that students from English environments were not familiar with 
“orthographic functions” (p.685) in characters. Because there was less connection 
between a character and its pronunciation, students found them difficult to pronounce 
(Sung & Wu, 2011). Thus, considering these challenges faced in character learning, 
giving them “more confidence, making learning easier” (Teacher 1) is an important 
teaching approach. 
 
Table 5.5 Results of Question 5 (Teachers) 
Is there anything else that you’d like to add about GBL and Chinese teaching and 
learning? 
Teacher 1  Teacher 2 
I think it went really really well, I think what 
you do is good and it’s really interactive. All 
the children are participating, there is not 
someone just sitting at their table and 
drawing. 
I think it’s a great way for them to learn, 
especially with learning Chinese, I don’t 
think having a teacher at the front just doing, 
say this; say that; what’s this? what’s that? I 
think to have their competitive nature with 
the learning helps them to remember more 
because they want to get it right. So I think 
GBL is a fantastic way to teach Chinese. 
 
 
	 98	
Compared to those traditional teaching and learning methods, both teachers in these 
two classes highlighted the positive effect of GBL: 
1. All students can participate in Chinese character learning instead of just sitting 
there listening to the teacher and working individually (Teacher 1); 
2. Games released the competitive nature among students; they were keen to learn 
more Chinese characters to win the games (Teacher 2). 
 
Despite Teacher 2 highlighting the role of competition in enhancing students’ learning, 
from my observation in Term 2 Cycle 1, “students were ‘too keen’ to win the ‘60 
Seconds Dash’ game, such that they didn’t write down the proper character and made 
mistakes” (Observation Notes, Term 2, Cycle 1). However, only focusing on the 
writing speed and how to win this game was not the purpose that I as a teacher had in 
mind for this game. In fact, those contradictory instances indicated a flaw in my GBL 
setting. Firstly, as other researchers found before, constructing a competitive GBL 
environment was regarded as an effective way to stimulate students’ learning progress 
(Hung, Young & Lin, 2015). But there were also some others who pointed out that 
although competition had great potential in learning, in the GBL setting, the 
competition does not need to be so stressful (Pitt, Borman-Shoap & Eppich, 2015).  
During Cycle 1, I reflected on these flaws and upgraded my GBL setting for Cycle 2 
(Report of AR Cycle 1). In Term 3 AR Cycle 2, I changed the game rule of ‘60 Seconds 
Dash’: from writing the most in AR Cycle 1, to writing either the most or writing the 
neatest; all students could win the game. This solution was designed to reduce students’ 
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nervousness. To speed up their writing in one minute, they could choose to write one 
character very neatly in this one minute, instead of competing with each other to try to 
write more but very messy characters. I also added a new game called ‘Pictionary 
Game’, which was both a collaborative and a competitive game, to organize students 
into small groups (Lesson Plan, Term 3, Cycle 2). The purpose of this game was to 
allow them to learn characters in a relaxed and fun way by working as a team. 
These changes corroborated with the literature that suggests what an ideal GBL session 
should aim for; stimulating students’ high arousal and eliciting positive learning 
performance without anxiety (Pitt, et al. 2015). As for how to achieve this goal, 
researchers have suggested creating a collaborative and competitive GBL environment 
to reduce students’ achievement gap (Hung, et al. 2015; Lin, Huang, Shih, Covaci & 
Ghinea, 2017); in other words, to safeguard against any nervousness caused by the 
competitiveness of the game itself, working and studying together in a group setting is 
a carefully designed way to solve the learning problem (Pitt, et al. 2015). 
 
5.1.5 Students’ response to using Game-based learning to learn Pictographic 
Chinese Characters 
 
There were eleven students participating in these focus groups. Five of them were from 
class 1, made up of three boys and two girls, while six were from class 2, with three 
boys and three girls. The focus group with five students was held on 31st August and 
the focus group with six students was held on 7th September. All participants had 
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English as their first language. 
During the focus group, the child would be with other children in the group, as well as 
with their classroom teacher. The questions asked related to how they enjoyed the 
games, and what they learnt about the Chinese language. Also they could discuss what 
they felt about the learning in the classroom with each other, which could help and 
assist them to feel comfortable within the focus groups. 
 
Table 5.6 Results of Question 1 (Students) 
Do you think that learning Chinese Pictographic characters is easy or hard? Why? 
Students in class 1 Students in class 2 
Easy. Sometimes it’s hard, there is an easy one 
like dog, tree, but ones like fish, they are 
hard, and like deer. 
 
Some students thought learning Chinese pictographic characters is easy, while other 
students noticed that those simple characters such as “木” (tree)；“犬” (dog)；“山” 
(mountain) etc. which have less than five strokes were easy to learn. However, they 
found that those characters which have complex shapes and strokes such as “鹿” (deer)； 
“鱼” (fish) were too hard to learn. Anderson, Ku, Li, Chen, Wu and Shu, (2013) found 
from a dictionary of Chinese characters information that the most complex character 
has 24 strokes, while the simplest character is only made up of one stroke. Thus, for 
those Chinese beginning learners, it would be a big challenge to learn a character which 
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has over five strokes. Therefore, I taught much more simple pictographic characters in 
this term than I did in Cycle 1.  
 
Table 5.7 Results of Question 5 (Students) 
What parts are easy? Why? What parts are difficult? Why? 
Student Y: Learning to remember the simple characters.  
Student C: Easy: ‘Dog’ or ‘shan’ is easily the easiest one. It’s easy to write.  
You do provide the picture like the picture of ‘shan’, it looks like a mountain, so 
you can tell what the character looks like. 
Student B: Hard: Definitely “Deer” and “Fish”. It’s hard to pronounce and translate. 
Especially the “Dog” because it starts with “q”. 
 
During the class, I provided the picture for each pictographic character. Student C 
noticed that there are some clues inside the Chinese pictographic characters which can 
remind them of the meaning of each character. For example, the character “山” has two 
shorter vertical lines and one longer vertical line so that it looks like a real hill or 
mountain. 
Actually, for the beginning learners of Chinese, they recognized characters almost by 
“attending to distinctive visual features” (Luo, Chen, Deacon, Zhang & Yin, 2013, p. 
23). Also, regardless of the difficulty of learning the other three types of Chinese 
characters, pictographic characters have visible clues and can provide students with “a 
picture” (Student C) which really helped my students in recognizing and memorizing 
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(Textor, 2016).  
However, some characters are hard to write because of their complex shape, such as ‘鸟’ 
(bird); ‘鹿’ (deer); and ‘鱼’ (fish). The characters which have more than five strokes do 
not provide their own distinct structures, and learning this kind of character required 
learner insight into the structure, and for learners to be more careful while writing. 
Once students met this kind of complex character, “some of them would try to draw 
some part of it, while some of them would abandon writing”; “also the accuracy of 
writing these characters was lower than for those characters which only have three to 
four strokes” (Observation Notes, Term 2, Cycle 1). This was probably because some 
unfamiliar strokes inside the character, such as ‘丶’ (dot); ‘嗩’ (cross hook), might 
cause students to get confused about that crossing structure. 
 
Table 5.8 Results of Question 3 (Students) 
Can you describe how some parts of the lesson helped you learn Chinese pictographic 
characters? Can you give me an example? 
Student X: Games helped me learn more. Student C: I agree. 
Student E: Definitely ‘60 Second Dash’ and ‘Bingo’. 
Student B: Remember the game we have to make the characters using your body part. 
Basically all the games helped us. 
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Table 5.9 Results of Question 5 (Students) 
What do you especially like about recent games used during the Chinese lessons? 
Student G: Bingo.  Make the characters use your body. 60 Seconds Dash. 
Student A: Treasure Island; because you have people trying to get in the front and people 
get help, people know the answer, it does really help. 
Student E: Pictionary game that was so fun. 
Student Y: Bingo is the best, and the Treasure Island is the best as well. It’s just like the 
jump board game, it tests what we’ve learnt. 
 
All the students I had interviewed could clearly remember the games we played in the 
class. Some of them noticed that except for the ‘60 seconds Dash’ game, the three other 
games were aiming at consolidating and testing their learning outcomes.  
Moreover, the ‘Pictionary Game’ made a deep impression among the students, as they 
mentioned three times in the focus groups. Students highlighted the role of a 
cooperative learning environment and the body movement in the ‘Pictionary game’. 
The data showed that both of them had crucial effects on both enhancing students’ 
character learning and reinforcing their learning performance. During this particular 
game, students were required to “make characters using their body” (Student G). They 
needed to quickly recognize the basic strokes contained in the characters and combine 
these strokes with their body to make the correct character in the group setting. 
“Students had been highly motivated by body movement, they ran around the 
classroom and discussed with each other about the layout actively” (Observation Notes, 
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Term 3, Cycle 2).  
As this game involved “body movement” (Student B & G) with learning materials it 
helped them to strengthen their motor skills (Cameron, et al. 2016; Krog, 2015), 
reinforce memories (Wymbs, Bastian & Celnik, 2016; Hsiao & Chen, 2016) and 
improve their learning performance (Pienaar, Barhorst & Twisk, 2014). According to 
Gallahue and Ozmun (1998) who divide the body’s movements  into three stages for 
students in the mature stage (6-7 years old), their body movement should coordinate the 
whole body to complete various activities. In other words, children are required to 
move their bodies more quickly and  more accurately to complete a task.  
 
Table 5.10 Results of Question 5 (Students) 
Can you please describe how ‘60 Seconds Dash’ can help you in writing Chinese 
pictographic characters? 
Student 
W: 
Repeat writing Chinese characters that let you remember. Know how to write. 
Student E: I love that 60 Seconds Dash that we draw the neatest one, because it doesn’t put 
much pressure on you. And we are also challenging all of us. 
Student B: Coz we have 60 seconds to do it. So you, like when you put it up you are 
memorizing, you can quickly write it and you understand because you have a 
time limit, and everyone gets them nicely as well. It helps you to learn to write 
them more. 
Student G: Because you know how you give a  price to them, some people they choose the 
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neatest one or the most, some people would rather feel to do, like, the most 
rather than the neatest. Because they know if you do the neatest you might not 
be the neatest and you might actually be the most. 
 
‘60 Seconds Dash’ is a game in which students can practice writing skills. There were 
two standards for this game in this cycle; the students who wrote either the most 
characters, or the neatest characters, in one minute would win the game. They have a 
time limit, as I set up 60 seconds on my phone, and give them instructions to start and 
stop. According to students’ focus groups, Student E reckoned that “writing the neatest 
character reduces the learning pressure” (Student E). While Student G said “this game 
gave them a chance to choose which way was suitable for individual learning” (Student 
G). This was further evidence of a game which involved less pressure. The reason for 
adding peer competition into my GBL setting is that competition involved peer 
pressure which had been found to have positive effects on maximizing students’ 
learning performance (Slavin, 1990; Hung, et al. 2015). However, in the first cycle of 
this research, too much time pressure had been put on the students, which might cause 
negative learning performance (Kurapati, Lukosch, Freese & Verbraeck, 2017). Thus, 
after adjusting the game rules, GBL had been found to ease the time pressure from the 
competitive environment and can enhance students’ engagement. 
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Table 5.11 Results of Question 6 (Students) 
How can playing ‘Bingo Game’ help you to get better at hearing the Chinese 
pictographic characters? 
Student A: It does to remember the characters and listen to what you say and if you got it 
correct. 
Student D: You have to wait and you also have to look, have to listen really carefully. 
Student H: I like it cause when you are saying you have to know it so you can cross it off, 
cause if you don’t know it, you stuck. You might cross a different one which is, 
for example dog, but you say the mountain. 
Student X: It’s like a test what you know about the characters, cause some might sound the 
same or might has similar characters, you have to know which one’s there, 
cause basically you put a hard one on that and let people do the hard one, and 
most people will do easy one, cause they are easy to write as well as easy to say. 
Student C: It’s good because it helps you memorize Chinese characters cause mostly 
people obviously wonder when, so you, what you have to do, you have to 
memorize every character and that’s how you can get better score. 
 
The Bingo game is a classic learning game, which can not only be used in numbers 
learning (Glasson, Graham, Emmett, Fong & Stevens, 2004), but also can be used in 
learning Chinese characters. I conducted this game in my Chinese character teaching, 
and divided it into three different difficulty levels in Cycle 2. As students said above, 
during the game time, “you have to look and listen carefully” (Student D); students had 
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to “listen to what the teacher says and if you got it correct” (Student A). Their feedback 
indicated that the ‘Bingo game’ required learners to play via multiple language skills: 
recognizing, listening and speaking. 
According to the NSW Chinese syllabus K-12 (2003), a student in the beginning stage 
needs to be able to recognize and respond to words in spoken Chinese. Also his/her 
writing skills need to develop by recognizing and copying Chinese. The ‘Bingo game’ 
fits well with the requirements in the Chinese syllabus. Several studies have argued that 
language learning is composed of those four skills: listening, writing, speaking and 
reading, rather than regarding these four skills as a singular construct (Gay, 2015). 
According to the students’ feedback, they should write characters down at first, then 
listen carefully to what I am saying and quickly recognize the shape of this character 
and memorize the pronunciation as well. This was the complex process contained in the 
‘Bingo game’. It is not surprising that Student X would describe this game as ‘a test’. 
Therefore, I used this game as a tool to test students’ writing, listening and recognition 
skills. 
 
Table 5.12 Results of Question 7 (Students) 
Can you describe a special part in “Treasure Island” that can motivate you to learn 
Chinese pictographic characters? 
Student T: You know the questions sometimes are hard, and you might need help from 
other groups, they are all willing to help you, try to find the right words. 
Student G: The question about the characters, if you get them wrong you can look up 
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them online, and that can motivate you to learn them. 
Student J: I can play many times. It’s really fun. And you can also learn them in Chinese 
lessons. 
Student A: It also motivates you, cause you played the game while you also learn. 
Basically the main thing when you played the games, you actually are learning 
to write characters and how to say them, it’s really fun to be that. It motivates 
you to learn more and more. 
Student B: I love that cause you learning as well as you are playing the games, which is 
pretty fun. I like that if people are willing to help you and it’s just okay. 
     
Students mentioned above that “we can learn while playing” (Student B; Student A), 
which was one of the most significant features and benefits of the GBL setting. This 
finding corroborates previous research (Hong, Hwang, Wu, Huang, Lin & Chen, 2016) 
that argued that GBL and learning through games is an ideal way to stimulate learners’ 
interests, especially for young children (Singer & Singer, 2005). Also, because 
repetitive game play such as practice has been positively associated with players’ 
performance, I conducted a similar pedagogy during the GBL process in this study. 
Each game contributed at least four times in two AR cycles, and students could “ play 
many times, and gain much fun” (Student J) though games. In addition, researchers 
have pointed out that to further develop players’ learning ability, the design of games 
should include additional and highly complex contents (Hong, et al. 2016). This finding 
supported the process through the AR with the GBL setting. The observation notes 
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showed that not only in ‘Treasure Island’, but also while playing the ‘Bingo game’, 
“students would easily lose their interest in a stable difficulty level, because of their 
progressive learning progress” (Observation Notes, Term 2, Cycle 1). Thus, improving 
the design of each game progressively was the key approach during AR in this study. 
‘Treasure Island’ provided students a learning via playing environment. “The main 
approach in this game is playing the games while you are actually learning to write 
characters and how to say them” (Student A). There were a variety of questions 
provided to students (Figure 5.1), such as asking students the pronunciation of different 
characters; asking students to write down characters on the board; and asking the 
English meaning of each character.  
 
 
Figure 5.1 Samples of Questions  
 
In order to find out the correct answer, students needed to use different resources, for 
example, “searching online” (Student G); “learning from others’ answers” (Student A); 
“find it in the notebooks; or check with peers who can provide them some tips in 
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answering” (Observation Notes, Term 3, Cycle 2). Students also mentioned in the focus 
groups that they received “help from other teams” (Student T). Using different 
approaches to gain knowledge activated their learning performance, increasing the 
interaction between students and learning contents; and the interaction between 
students and students. Research from Lieberman, Fisk and Biely (2009) stated that 
learning skills can be fostered in a GBL setting, especially in a powerful interactive 
game environment. In addition, data from focus groups corroborated another finding 
from Lieberman and his colleagues (2009), who found that play provided opportunities 
for exploration. In fact, many students confirmed that “Treasure Island” “can really 
motivate them to learn more and more Chinese characters and make Chinese characters 
learning much more fun” (Student B).  
As students tended to explore more methods in learning, their knowledge had been 
extended. More importantly, by exchanging ideas about Chinese learning content and 
their different understanding of the characters, students’ achievement gap had been 
reduced, especially for those struggling learners, and participating in group learning 
provided students with more opportunities to explore their learning. 
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Table 5.13 Results of Question 8 (Students) 
What do you think about the Pictionary Game that uses your body to make the shape of 
Chinese pictographic characters? Does this game help you recognize more Chinese 
pictographic characters? How? 
Student A That was fun. If you are a guesser Yes, but you are making it, it’s pretty hard. 
Student R: I found it was difficult, but you have to work as a team, so it was a team work. 
Student D: It was the best! 
Student Y: It’s not only about characters, it also about your team work. And what you 
know, how you know it. 
Student C: It’s really really exciting because we are in the high position, and you can’t talk. 
Student X: You can do the characters and you can also do what is translated to. You can 
move around like the character “big” or “person”. 
Student G: It was really fun, because the whole class can go together, everybody can get 
involved, everybody can have fun and we know how to do the team work and 
know how to learn another language. 
 
In this Pictionary game, the whole class was divided into four groups. In each group, 
one student would do the guessing, while the others lay on the floor, using their bodies 
to make the characters. This game can be particularly used in pictographic character 
learning and teaching, because those characters are so simple that students can easily 
make them using their body. 
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During this game, students were so excited and really motivated, they liked the body 
movement and also enjoyed watching other participates playing (Like Image 5.2). “The 
whole class was getting involved” (student G), and they worked as a group and learnt 
in a fun way. 
 
 
Figure 5.2 Working example of Pictionary Game 
 
In fact, Students were required to make the correct shape of each character by using 
their bodies; it is a beneficial way to enhance their memory as well as their cognitive 
development and motor skills. The term ‘motor skills’ has been defined as “the 
underlying internal processes responsible for moving the body or parts of the body in 
space” (Cameron, Cottone, Murrah & Grissmer, 2016, p.93). During the game time, 
“students were excited” (Student C); “running around the classroom and all engaged in 
making characters in group setting”, and they “keep asking me to provide them more 
chances to play this game” (Observation Notes, Term 3, Cycle 2). Therefore, it was 
clear that “students have a better understanding for the structure of pictographic 
characters…also their recognition skills had been improved” (Report of AR Cycle 2). 
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The ‘Pictionary Game’  proved to be an ideal way to motivate students in character 
learning, and also had a positive influence on cultivating students’ motor skills by 
involving body movement while playing, those appropriate body movements 
combining with learning materials to reinforce students learning performance via their 
internal motivation. 
In addition, some researchers from different research fields have also mentioned 
“making appropriate body movements to complete the learning task … leading to a 
greater achievement in term of motor skills” (Hsiao & Chen, 2016, p.161) which 
corroborates  my findings. These researchers investigated how students’ learning 
performance can be improved by enhancing motor skills via using gestures in an 
interactive game-based learning (GIGL) approach. They noticed that cultivating and 
developing motor skills in preschool and primary school was crucial to their learning 
because students’ cognitive development was based on movement sensitivity (Sun, Zhu, 
Shih, Lin & Wu, 2010; Hsiao & Chen, 2016).  
 
5.1.5 Discussion:  
 
After having analyzed every specific passage from my observations and interviews, I 
now provide a general discussion about the interviews and focus groups. In order to do 
so, I have amalgamated some of the speeches that were offered by both teacher and 
students, using a thematic analysis as employed by Knijnik (2015). The author suggests 
that, to combine the strength of several voices, the researcher has to look at similarities 
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between their ideas and categorize their speeches into a range of similar topics. 
Both classroom teachers thought that “compared to the traditional class, such as teacher 
standing in the front and telling the students the learning content, the class with a GBL 
setting has a much more positive effect on students learning”. In addition, students in 
5/6D also commented that “it will be so boring if teacher just teach the language 
grammar. Games in our class make Chinese characters learning much more fun”. This 
is similar to the findings of De Freitase et al. (2013) who explored the impact on 
learning and participation rates of gamification. They found the great potential of 
games in class. Moreover, compared to traditional classes where there were several 
problems such as “lack of eye contact”, lack of communication, using games 
encouraged students to more readily engage in learning activities (De Freitase et al., 
2013). Other research also shows that using games in class can be more effective for 
learning than conventional instruction such as lectures and classroom instruction 
(Sitzminn, 2011). My study corroborates the findings of De Freitase et al. (2013) and 
Sitzminn (2011) as my data show that compared to the traditional class, students in 
those two classes are more willing to play games to help them in Chinese language 
learning.  
Furthermore, students also mentioned that “games improved their learning of Chinese” 
and “can help them to learn more of Chinese characters” (Students’ focus groups). 
These quotes corroborate the GBL literature that also concluded that “game-based 
learning environments improved learning” (Wouters & Van Oostendorp, 2013, p.515; 
Hung, Sun & Yu, 2015; Chao, Chang, Cheng & Wu, 2016; Law & Chen, 2016). In 
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addition, Wang, Chang, Hwang and Chen (2017) conducted research aimed at 
exploring the benefits of GBL and developing a microworld-based educational game; 
they found that their microworld-based gaming approach “enhances the learning 
performance and engagement of students” (Wang, et al. 2017, p.11). My study 
corroborates those studies by showing that, even in a very different context such as 
Western Sydney public schools, game-based learning not only can provide an enjoyable 
learning environment; for example, students regarded GBL as a “fun and exciting way 
to learn” (Student A & B), but additionally, teachers compared GBL with traditional 
classes and stated that GBL can involve the whole class in learning. More importantly, 
under a “learning while playing” (Student T) environment, GBL had been found to 
improve students’ Chinese language learning; for example, Student C realized that the 
‘Bingo game’ helped them in character memorizing. 
In addition the discussions with the classroom teacher show that the cooperative value 
of a GBL setting also has been noticed. She thought that “students can check with their 
team members and not just learn individually. If they don’t know the answer to the 
question, they might feel embarrassed, but if they are in a group, they might feel 
someone is behind them to support them, that works better.”  
Fini, Zarei & Sardare (2015) compared the traditional teaching methods with a teaching 
method called “Jigsaw 5”. In their research, they also evaluated the role of cooperative 
learning. They stated that students plan and cooperate in the group work setting, and 
they can learn more from each other, as well as grow in their cognitive ability. As for 
my study, “Students can always check with their team members and won’t feel 
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embarrassed if they’ve someone in their group to support them” (Teacher 1). The 
finding from the teachers’ interview clearly indicates that games played in a group can 
have positive effects on students’ language learning.  
Furthermore, Teacher 2 also mentioned that the visual image of pictographic characters 
was easier for students to recognize and remember. Each character has its own story 
about how it is a product of its time. So, learning the development of pictographic 
characters always helped students to remember the correct shape of each character. 
Lam (2011) from the Department of Education in Hong Kong defined this learning 
technique as “learning the characters by rationales” (p.60). In fact, it is a more 
meaningful way for students to learn some characters from their historical origin (Lam, 
2011).  
 
 5.2 Observation notes: reflections and findings 
 
According to different types of games, I divided my lesson plans into four different lists. 
In Cycle 2, three games had been improved as a result of the reflections from Cycle 1. 
At the same time, I also adopted a new game called “Pictionary game” which can be 
used in pictographic character learning.  
 
	 117	
    5.2.1 60 Seconds Dash 
     5.2.1.1 Lesson Plan 
Table 5.14 Lesson plan on 17/08 
Topic:   Four pictographic characters “鸟；火；人；大”      Class: 5/6D; 5/6 S        Time:  
40 mins 
Rationale:  The students will learn about the correct shape, strokes and pronunciation of those four 
characters. 
Syllabus Outcomes:    1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning Focus:  
Four elemental characters 
Prior Learning – Before starting this 
activity, pupils should be able to: 1. 
Get some idea about how to write 
and how to pronounce these 
characters. 
Resources / Equipment: 
PPT; Pieces of paper 
 
Time guide Content Strategy Student 
Learning 
Outcomes 
Teacher 
Learning 
Outcomes 
4 mins 
 
 
 
 
 
 
8 mins 
 
 
 
 
 
 
 
8 mins 
 
 
 
 
 
15 mins 
 
 
Play a cartoon about how these 
four characters are based on real 
things: bird; fire; people and big 
person. Then explain how those 
characters have been developed 
over time. 
 
Display four pictographic 
characters “鸟；火；人；大” on 
the board. Let students talk 
about what these look like and 
whether any clues in the 
character can remind you of 
their meaning. 
 
Demonstrate and explain the 
correct writing process for each 
character. Students follow my 
process and practice their 
written Chinese on the paper. 
 
Play a game called “60 Seconds 
Dash”. Students should write 
characters down, as many as 
Teacher leads 
 
 
 
 
 
 
Students turn 
to talk 
 
 
 
 
 
 
Teacher leads; 
Students 
practice 
 
 
 
Game-based 
Learning 
Have a brief 
understanding of 
these four 
characters. 
 
 
 
Think deeply 
about what the 
characters look 
like and how 
they can be 
connected with 
the real thing in 
life. 
Have a chance 
to practice their 
written skills. 
 
 
 
By playing the 
game, they can 
quickly get 
 
 
 
 
 
Know the 
difficultie
s in their 
writing 
practice. 
 
 
Ready to 
see how 
the game 
can help 
students 
in 
character 
learning. 
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Table 5.15 Lesson plan on 07/09 
 
 
 
 
 
5 mins 
possible in one minute. Also in 
Term 2, the student who could 
write the neatest character in one 
minute can also win the prize. 
 
Conclusion 
familiar with the 
shape of 
Chinese 
characters. 
And not only 
focus on the 
speed, students 
could also pay 
more attention 
to the correct 
shape of each 
character. 
Topic:   Four pictographic characters “禾；田；米；竹”      Class: 5/6D; 5/6 S          
Time:  40 mins 
Rationale:  The students will learn about the correct shape, strokes and pronunciation of those 
four characters. 
Syllabus Outcomes:    1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning 
Focus:  
Four elemental 
characters 
Prior Learning – Before starting 
this activity, pupils should be able 
to: 1. Get some idea about how to 
write and how to pronounce these 
characters. 
Resources / Equipment: 
PPT; Pieces of paper 
 
Time guide Content Strategy Student 
Learning 
Outcomes 
Teacher Learning 
Outcomes 
4 mins 
 
 
 
 
 
 
 
8 mins 
 
 
 
 
Play a cartoon about how 
these four characters are 
based on the real things: 
wheat; farmland; rice and 
bamboo. Then explain how 
those characters have been 
developed over time. 
 
Display four pictographic 
characters “禾；田；米；竹” 
on the board. Let students 
talk about what these look 
like and whether any clues 
Teacher 
leads 
 
 
 
 
 
 
Students turn 
to talk 
 
 
 
Have a brief 
understanding of 
these four 
characters. 
 
 
 
 
Think deeply 
about what the 
characters look 
like and how 
they can connect 
Know the 
difficulties in 
their writing 
practice. 
 
 
 
 
Ready to see how 
the game can 
help students in 
character 
learning. 
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     5.2.1.2 Reflection 
In this cycle, students were asked to not only write the character down as many times 
as possible, but also as neatly as possible. This required students to focus more on the 
correct shape of the character, not only on the writing speed. 
 
When I ask students to write the neatest character in one minute, most of 
them slowed down their writing speed and wrote the character stroke by 
stroke. After the first turn, they were all interested in the correct strokes of 
each character, and kept asking me to teach them again and again. I am so 
 
 
 
8 mins 
 
 
 
 
 
 
15 mins 
 
 
 
 
 
 
 
5 mins 
in the character remind you 
of the meaning. 
 
Demonstrate and explain 
the correct writing process 
for each character. Students 
follow my process and 
practice their written 
Chinese on the paper. 
 
Play a game called “60 
Seconds Dash”. Students 
should write characters 
down, as many as possible 
in one minute, also as neat 
as possible.  
 
 
Conclusion 
 
 
 
Teacher 
leads; 
Students 
practice 
 
 
 
Game-based 
Learning 
them with the 
real things in 
life. 
Have a chance 
to practice their 
written skills. 
 
By playing the 
game, they can 
quickly get 
familiar with the 
shape of 
Chinese 
characters. 
And not only 
focus on the 
speed, students 
could also pay 
more attention 
to the correct 
shape of each 
character. 
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glad to see that the whole class can all focus on the shape of the character 
and keep practicing to make sure they can write in a right way. Also 
students care about my opinion on their hand-writing. If I praised 
someone’s work, he/she would be so excited. Students showed their work to 
me, expecting me to make comments (Observation Notes, Term 3, 2017). 
 
From my observations, students “cared about my comments on their work… and 
looked excited if I praised their hand-writing” (Observation notes, Term 2, 2017). As 
extrinsic motivation refers to a learner obtaining external rewards (Vatankhah & 
Tanbakooei, 2014), they were expecting my praise, and the rewarding gift was the 
action of being motivated by extrinsic motivation. Also their learning performance had 
been engaged by external rewards, they “slowed down their writing speed, focusing 
more on the correct shape of each character” (Observation notes, Term 2, 2017), 
indicating that providing an external reward involving their Chinese character learning 
convinced students to keep learning. 
5.2.2 Bingo Game 
 
Table 5.16 Lesson plan on 31/08 
5.2.2.1 Lesson Plan Topic:   Review twelve pictographic characters   
Class: 5/6D; 5/6 S   Time:  40 mins 
Rationale:  The students will review ten pictographic characters we learnt before. 
Syllabus Outcomes:    1.UL.2; 1.UL.4; 1.MBC.1 
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Major Learning 
Focus:  
Reviewing 
Prior Learning – Before starting this 
activity pupils should be able to: 1. 
Know how to write and pronounce 
these ten characters by themselves 
Resources / Equipment: 
PPT; worksheet for Bingo 
game 
 
Time 
guide 
Content Strategy Student 
Learning 
Outcomes 
Teacher 
Learning 
Outcomes 
8 mins 
 
 
 
8 mins 
 
 
 
 
20 mins 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
4 mins 
Demonstrate the correct writing 
process for those characters on 
the board. Let students follow 
my pronunciation. 
Invite four students to come to 
the front to write down two of 
these characters and pronounce 
them correctly. 
 
Display those twelve characters 
on the board and ask students to 
fill them into small nine boxes. 
After that I will call them out 
one by one, students should 
respond immediately when they 
achieve ‘Bingo’.  
In Term 2, I updated the 
difficulty level of the Bingo 
game. At the second stage, 
characters won’t be shown on 
the screen; students have to 
remember how to write them 
correctly, and if the strokes are 
wrong, it won’t be counted. 
After that I will name those 
characters in Chinese; at the 
third level, students not only 
need to remember the correct 
order of characters, but they also 
need to know the translation, 
because I will say them in 
English rather than Chinese. 
 
Conclusion 
Teacher 
leads 
 
 
Students lead 
 
 
 
 
Game-based 
Learning 
Review the 
characters we 
learnt before 
and have a 
better idea 
about how to 
write and how 
to say them. 
 
Have a chance 
to practice 
their written 
skills. 
Let them have 
a goal to learn 
more 
characters.  
In this way 
they should 
not get bored 
when learning 
and reviewing 
characters. 
Know the 
difficulties in 
their writing 
and speaking 
practice. 
 
 
 
 
Ready to see 
how the 
game can 
help students 
in character 
learning. 
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 5.2.2.2 Reflection 
 
In this cycle, the Bingo Game was structured at three difficulty levels, from easy to 
difficult (Chen & Law, 2016), which allowed students to learn progressively. As 
observation notes showed below, saying it in English rather than direct Chinese 
pronunciation forced students to remember the translation of each character:  
 
Compared to Term 2, students in this term enjoyed this game more, 
especially when we reached Level 3. In this level, instead of listening so 
carefully to my English pronunciation, students paid more attention to 
matching characters with their English meaning. It is also good to see that 
students use different ways to gain knowledge, such as looking up some 
characters in their notebooks, and asking their peers to give them some 
ideas to recognize characters. For example, when I said ‘bird’, if he/she was 
not sure about what this character looked like, he/she would identify some 
clues contained inside it, then look up online or in notebooks. Or much 
more directly, he/she would ask someone by pointing at one character: ‘Am 
I right? Is this the character for bird?’ (Observation Notes, Term 3, 2017). 
 
When students first met the third difficulty level, they found they had been challenged 
by language translation and character recognition. Although they thought the meaning 
of each character was difficult to memorize, they still could find different methods to 
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get the correct answer. Challenges in a GBL setting can often be motivating (Plass, 
Homer & Kinzer, 2015), because if the player can achieve the goal easily, they may 
feel bored and even lose their interest (Malone, 1981; Plass, et al. 2015; Pitt, et al. 
2015). Therefore, an ideal game setting should always be leveled up, start off at a basic 
and easy level then increase in difficulty as players skills develop. In other words, 
designing a good game is always about allowing players to play on the very edge of 
their skill level. In that way, the player may feel urged to overcome challenges after 
falling off the game, so that they can learn through a process of “hypothesizing, 
probing, and reflecting” (Hamari, et al. 2016, p.170).  
Students “paid more attention on listening” in the “Bingo Game” and tried to dig more 
clues from inside the character to help them in recognition (Observation Notes, Term 3, 
2017), as they felt they could reach the goal as long as they gained a bit more 
information from others, which motivated them to learn. That is because there is 
virtually nothing quite as engaging as this state of working at the very limits of one’s 
ability. 
 
5.2.3 Treasure Island 
	
Table 5.17 Lesson plan on 21/09 
Topic:   Review the whole knowledge we learnt in this term  Class: 5/6D; 5/6 S        Time:  
40 mins 
Rationale:  The students will review both pictographic characters and simple sentences we learnt in 
this term. 
Syllabus Outcomes:   1.UL.1; 1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning Prior Learning – Before starting this Resources / Equipment: 
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In this cycle, more different types of questions were added in ‘Treasure Island’, and the 
game time was extended in order to make sure everyone in these two classes could get 
involved in this game.  
 
Focus:  
Reviewing 
activity pupils should be able to: 1. 
Know how to write and pronounce 
those twelve characters by 
themselves; 2. Know how to say “I 
like…” in Chinese. 
PPT 
Time 
guide 
Content Strategy Student 
Learning 
Outcomes 
Teacher Learning 
Outcomes 
8 mins 
 
 
 
 
 
 
 
 
30 mins 
 
 
 
 
 
 
 
 
 
 
 
 
2 mins 
Demonstrate the correct writing 
process for those characters on 
the board. Let students follow 
my pronunciation. 
Invite ten students to come to 
the front to write down two of 
these characters and pronounce 
them correctly. 
 
Divide the whole class into 4 
groups, they roll the dice and 
take turns. In order to keep 
going, they need to have a 
spokesman each time to answer 
the little quiz on the map. 
The quiz will all relate to the 
learning content in this term. 
This time, I added more quiz 
questions to let students practice 
their listening and speaking 
skills. 
 
Conclusion 
Teacher 
leads; 
Students 
practice 
 
 
 
 
 
Game-based 
Learning 
Review the 
characters we 
learnt before 
and have a 
better idea 
about how to 
write and how 
to say them. 
 
Have a chance 
to practice their 
written skills. 
Let them have 
a goal to work 
well with their 
group member.  
That way they 
will not get 
bored when 
learning and 
reviewing 
characters. 
Know the 
difficulties in their 
writing and 
speaking practice. 
 
 
 
 
 
Ready to observe 
how the game can 
help students in 
characters learning. 
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5.2.4 Pictionary Game 
Table 5.18 Lesson plan on 24/08 
 
 
 
Topic:   Review twelve pictographic characters we learnt before.   Class: 5/6D; 5/6 S   Time: 
40 mins 
Rationale:  The students will review pictographic characters we learnt before. 
Syllabus Outcomes:   1.UL.1; 1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning 
Focus:  
Reviewing 
Prior Learning – Before starting this 
activity, pupils should be able to: 1. 
Know the rules of this game 2. Know 
how to write and pronounce those 
twelve characters by themselves. 
Resources / Equipment: 
PPT 
Time 
guide 
Content Strategy Student Learning 
Outcomes 
Teacher 
Learning 
Outcomes 
15 mins 
 
 
 
23 mins 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
2 mins 
Demonstrate the correct writing 
process for those characters on the 
board. Let students follow my 
pronunciation. 
Invite ten students to come to the 
front to write down two of these 
characters and pronounce them 
correctly. 
 
Divide the whole class into four 
groups. In each group, one student 
will do the guessing, the others 
should lie on the floor, using their 
bodies to make the characters. This 
game can be particularly used in 
pictographic character learning and 
teaching, because those characters 
are so simple that students can 
easily make them using their 
bodies. 
 
Conclusion 
Teacher 
leads; 
Students 
practice 
 
 
 
 
 
Game-based 
Learning 
Review the 
characters we 
learnt before and 
have a better idea 
about how to 
write and how to 
say them. 
Have a chance to 
practice their 
written skills. 
 
Let them have a 
goal to work well 
with their group 
member.  
This way they 
will not get bored 
when learning 
and reviewing 
characters. 
Know the 
difficulties in 
their writing 
and speaking 
practice. 
 
 
 
 
Ready to 
observe how 
the game can 
help students 
in character 
learning. 
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Table 5. 19 Lesson plan on 14/09 
 
 5.2.4.2 Reflection  
 
From my first experiences as a teacher in Cycle 1, I realized that teaching is much more 
than just content delivery. I learned that social interactions and group work surely have 
Topic:   Review sixteen pictographic characters we learnt before.   Class: 5/6D; 5/6 S  Time: 40 
mins 
Rationale:  The students will review pictographic characters we learnt before. 
Syllabus Outcomes:   1.UL.1; 1.UL.2; 1.UL.4; 1.MBC.1 
Major Learning Focus:  
Reviewing 
Prior Learning – Before starting this 
activity, pupils should be able to: 1. 
Know the rules of this game 2. Know 
how to write and pronounce those 
twelve characters by themselves. 
Resources / Equipment: 
PPT 
Time guide Content Strategy Student Learning 
Outcomes 
Teacher 
Learning 
Outcomes 
15 mins 
 
 
 
 
 
 
 
 
 
23 mins 
 
 
 
 
 
 
 
2 mins 
Demonstrate the correct 
writing process for those 
characters on the board. Let 
students follow my 
pronunciation. 
Invite ten students to come to 
the front to write down two of 
these characters and pronounce 
them correctly. 
 
Divided the whole class into 
four groups. In each group, 
one student will do the 
guessing, the others should lie 
on the floor, using their bodies 
to make the characters.  
 
 
Conclusion 
Teacher leads; 
Students 
practice 
 
 
 
 
 
 
 
Game-based 
Learning 
Review the 
characters we learnt 
before and have a 
better idea about 
how to write and 
how to say them. 
Have a chance to 
practice their 
written skills. 
 
Let them have a 
goal to work well 
with their group 
member.  
This way they will 
not get bored when 
learning and 
reviewing 
characters. 
Know the 
difficulties in 
their writing 
and speaking 
practice. 
 
 
 
 
 
Ready to 
observe how 
the game can 
help students 
in character 
learning. 
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positive effects on pictographic character learning, which is corroborated by the many 
researchers in the field of language learning (Vaughn, Reutebuch, 2016; Lohse, et al. 
2013). For example, during group work in ‘Treasure Island’, when some of them faced 
questions, in order to help their peers to solve problems, “students were highly engaged 
in group discussion” (Observation Notes, Term 3, Cycle 2). Hence, the interactions 
among students were enhanced and for those struggling learners, their language 
knowledge was enriched during this process. Also after considering the special 
characteristic of Chinese pictionary characters (visual sight), in Term 3 Cycle 2, I added 
a new game called “Pictionary Game” to my lesson.  
 
The learning environment is so vivid and joyful during this game. Students 
who have  acting roles are not worried about how to act the character by 
using their body parts, on the contrary, the guessing person is nervous about 
his knowledge of pictographic characters. When the game starts, acting 
children lie down on the floor and recognize the basic strokes inside the 
character. They use their legs, arms, head or the whole body to represent a 
straight line, a dot (Image 5.4) or even a character, like ‘大’ (Image 5.5). 
They laugh together and are all engaged in group discussion. They discuss 
all the possibilities of making characters and have a rehearsal before their 
demonstration (Observation notes, Term 3, 2017).  
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(Image 5.4 An example of making a character) (Image 5.5 Use the whole body to make the 
word ‘big’) 
 
As my observation notes illustrated, students were highly engaged by their intrinsic 
motivation. Intrinsic motivation refers to “a situation where actions are performed in 
the absence of any apparent external contingency” (Ronimus, Kujala, Tolvanen & 
Lyytinen, 2014 p.238). In other words, finding rewards from the activity itself, instead 
of expecting to gain anything particular such as rewards or gifts from teachers, was an 
expression of an intrinsically motivated person (Ronimus, et al. 2014). Those rewards 
from the activity itself also involved personal positive emotions (Cherry, 2016). 
As “students think deeply about the structure of each character, and dig different ways 
to demonstrate each stroke by using their body parts” (Observation notes, Term 3, 
2017), they acquire more knowledge about Chinese pictographic characters, and 
transfer those into their own understanding by thinking more deeply from the practice. 
As a result, intrinsic motivation increased learners’ active and critical thinking, which 
had positive effects on transferring the learning content into learners’ own 
understanding to enhance learning. 
This game is typically used in pictographic character learning; however, one of its main 
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features is that it involves high levels of social interaction and group work which, as I 
found out by my own first experiences as a teacher in Cycle 1 and also in the literature, 
are great motivators for student learning. 
 
  5.2.5 Commonalities and differences 
 
Table 5.7 below was completed by the end of the two cycles; it presents the 
commonalities and differences for these four games. As it shows, after the intervention 
of the ‘60 Second Dash’ and the ‘Bingo Game’, students could easily write down the 
characters they had learnt before, as those two games practiced the students’ written 
skills; while during ‘Treasure Island’ and the ‘Pictionary Game’, students were engaged 
by the group work. 
 
Table 5.20 Conclusion of commonalities and differences for games 
                 
Date 
 
 Findings 
27/04 
60 
sec. 
18/05 
60 
sec. 
01/06 
Bingo 
22/06 
Treasure 
Island 
17/08 
60 
sec. 
24/08 
Pic. 
31/08 
Bingo 
07/09 
60 
sec. 
14/09 
Pic. 
21/09 
Treasure 
Island 
Students 
cannot 
pronounce 
characters 
correctly 
√ √   √ √  √   
Students 
found it was 
hard for them 
in written 
√ √ √        
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Chinese 
Students were 
all engaged in 
group work, 
they can work 
well with each 
other. 
   √  √   √ √ 
Students took 
the initiative 
in finding the 
right answer. 
  √ √  √ √  √ √ 
Students 
tended to seek 
someone else 
to help them 
answer the 
questions. 
   √  √   √ √ 
Students 
really enjoyed 
playing the 
learning 
games e.g. 
yelling out, 
looked 
excited. 
√ √ √ √ √ √ √ √ √ √ 
Students were 
motivated in 
writing 
characters 
√ √   √   √   
Students 
mastered the 
pronunciation 
and listening 
skills 
  √ √  √ √  √ √ 
Students 
learnt spoken 
Chinese 
effectively 
   √  √   √ √ 
 
5.2.5 Findings and Conclusion (Cycle 2) 
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In this cycle, in order to enhance students’ learning of character writing, recognition, 
pronunciation and listening skills, I improved the rules of the three games used in 
Cycle 1 and adopted a new game named “Pictionary Game”. Compared to Cycle 1, 
games in this term involved much more group work and eased the time pressure. 
As a new game rule had been added in ‘60 Seconds Dash’, students noticed that giving 
them more space to choose the suitable game setting can ease their learning pressure 
(Student E & Student B). For this particular game, time pressure was one of the 
challenges students faced. As the critical effect of involving time pressure in learning 
had also been reported in some other studies (Amabile, Mueller, Simpson, Hadley, 
Kramer & Fleming, 2002; Eseryel, Law, Ifenthaler, Ge & Miller, 2014; Tsai, Chang & 
Lo, 2018), the findings illustrated that either setting an appropriate level of time 
pressure, or using time pressure within a Game-Based learning environment, can 
enhance the effectiveness of students’ learning (Tsai, et al. 2018). Reflecting on 
students’ learning performance in Cycle 1, I asked students to write their neatest 
character, which would reduce the pressure caused by the limited time available. From 
my classroom observation, students’ hand-writing had been improved when they 
focused more on the writing process and strokes. Additionally, the anxiety caused by 
the time pressure was transformed into positive emotion, even under the peer 
competitive environment. 
In this cycle I found that the “Bingo Game” allowed students to practice their writing 
and responding skills by recognizing and copying characters. Setting clear rules and 
progressive difficulty levels were two of the key methods which can be adopted in 
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motivating students in a GBL setting. Additionally, in a GBL environment, instead of 
being entertained, students need to be challenged, and in the right kind of learning 
environment, powerful discussions and self-learning by generating powerful ideas are 
more likely to occur in their classroom activities. Therefore, updating the “Bingo Game” 
to a suitable level might make students feel they had been challenged. However, they 
could also adopt different learning methods, such as searching from notebooks or 
asking peers, to help to solve this language translation challenge.  
Meanwhile, the important role of group work in “Treasure Island” and the “Pictionary 
Game” has been highlighted in this cycle. The majority of students were highly 
motivated by those games, and were keen to seek correct answers from their peers. 
In summary, this chapter covers the important implements of GBL in the second AR 
cycle. I updated the game rules of three games, and added a new game in my Chinese 
lessons to enhance students’ learning. The evaluations from the teachers’ interviews, 
students’ focus groups, and the classroom observation notes illustrated that decreasing 
the time pressure, and allowing students to learn progressively, offer a chance to 
provide individual student an opportunity to practice language skills, at the same time, 
reinforce their motor skills to acquire knowledge and motivate them in their learning. 
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Chapter 6 Discussion  
 
This chapter presents an overview of the findings from the study and the theoretical 
contributions the study makes to new knowledge about using GBL to motivate 
Australian primary children in learning Chinese pictographic characters. The findings 
come from using an Action Research methodology to bring about change to teaching 
practice over two AR cycles. Firstly, several challenges for primary aged students faced 
with learning Chinese have been displayed. Secondly, I describe how the games 
enhanced the learning of Chinese characters and simultaneously motivated the students 
to learn the language. Thirdly, the GBL implementation, its features, positive aspects 
and aspects to be improved are discussed. Fourthly, the unique feature of Chinese 
pictographic characters is discussed. Finally, I present the limitations of this study. 
 
6.1 Action Research in this study 
 
Action Research (AR) was the preferred methodology used in this study; it 
complemented the teaching and supported me as a beginning teacher-researcher. The 
AR process always required me to reflect before taking actions such as making an 
improvement or adjusting my pedagogy. As a beginning teacher-researcher, 
self-reflection based on the students’ performance and my content delivery, and 
feedback from teachers and students, helped me in getting more familiar with students’ 
learning progress and improving my teaching pedagogies.  
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This research was conducted in two cycles. The first AR cycle enabled me to identify 
how primary age students used games to learn Chinese characters initially, and after 
observing and reflecting on the impact the games had made on student learning 
outcomes, I then planned what to do next in the second AR cycle (Lewin, 1946; Calvert 
& Sheen, 2015). In the first AR cycle, I designed three games to meet the demands of 
“learning while playing” (Turgut & Irgin, 2009, p.760). In the second cycle I made 
changes to the game rules and also changes to how I used these games and introduced a 
fourth game called the ‘Pictionary Game’ in my teaching. These changes are 
summarized in Table 6.1.  
During the implementation of the games in Cycle 1, by using teachers’ interviews, 
students’ focus groups, observation notes and motivation surveys, I was able to verify 
that these games contributed to Chinese learning in the primary school setting as 
follows:  
 
1. ‘60 Second Dash’ was found to be a practical game which helped students to 
enhance their writing skills. Indeed, students in both classes highlighted the 
important role the ‘60 Seconds Dash’ game played in allowing the children to 
quickly get familiar with Chinese writing and learning new Chinese characters, and 
“making the memorizing easier” (students’ focus groups). According to Keller’s 
model (1979), the designing of motivational strategy should be related to students’ 
interest and with the relevance to learning content. For this game, it offered a chance 
to reinforced the learning and required students to repeat the writing of characters. 
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Because the practicing opportunities of writing had been increased, such as 
practicing writing the correct strokes, and enhancing their memory of the correct 
writing order, this game had great impact on improving students’ handwriting skills.  
2. The ‘Bingo game’ successfully improved students’ skills through the “look and 
listen carefully” approach (Students’ focus groups). Thus this game not only tested 
students’ writing skills, but it also helped them in enhancing their listening and 
memorizing. It is also important to note that students who desired to get the correct 
answer would tend to seek someone else to help them with the shape and 
pronunciation (Observation Notes, Term 2, Cycle 1). As a result, this game can 
potentially improve students’ language skills, and also stimulate their learning 
motivation because they can see and feel their improvement in several areas of the 
Chinese language.  
3. As for ‘Treasure Island’, students were required to work within a group setting. 
When some of them felt they were challenged by the questions, it was clear they 
were “highly engaged in group discussion” (Observation notes, Term 2, Cycle 1) 
and “won’t be embarrassed if they don’t know the answer” (Teachers’ interview). 
Group work provided increasing opportunities to practice participants’ knowledge 
and language skills through discussion. Meanwhile, as ‘Treasure Island’ has more 
than one question about Chinese characters, students could also practice multiple 
language skills. 
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Table 6.1 Significant changes from AR1 to AR2 
	
 Report from Cycle 1 Report from Cycle 2 
Games Strengths  Weaknesses  Specific 
changes 
Results 
60 Seconds 
Dash 
Engaged;  
Get familiar with 
Chinese writing 
system 
Too ‘keen’ to win 
caused writing 
faults. 
Add a new game 
rule: write your 
neatest character 
Ease time 
pressure; 
engaged by 
extrinsic 
motivation 
Bingo Game Develop multiple 
learning skills 
Too easy; easily 
lose interest 
Update 
difficulty levels 
Challenges 
make more 
learning 
Treasure 
Island 
Highlight the role of 
group work 
Not everyone can 
have a chance to 
answer 
Give more time 
& prepare more 
questions 
Everyone has 
the chance to 
participate 
Pictionary 
Game 
  Add to improve 
Pictionary 
character 
learning; motor 
skills 
Engaged by 
intrinsic 
motivation 
 
As Table 6.1 illustrates, as I evaluated the students’ learning outcomes of Cycle 1, I 
changed and adjusted my GBL strategies in order to better cater for the learning of each 
individual student. 
For the ‘60 Seconds Dash’, students were immersed in a competitive environment, and 
felt pressure because of the one-minute time limit for them to write. Their wish to win 
speeded up their writing, and as a result some of the characters they wrote were 
illegible and wrong. For example, instead of writing each character individually, 
students stuck the characters together in order to improve their speed of writing (Figure 
6.1). 
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(Figure 6.1 An example of students’ work) 
 
After reflecting on this situation, in Cycle 2, in order to ease pressure and guide 
students to focus more on the correcting written character, students were allowed to 
write the neatest character as possible in this one minute.  
As Keller’s model (1979) illustrated, students’ curiosity can have positive impact on 
learning effort and learning performance. In this study, students’ curiosity was 
stimulated by this new game rule, as “they kept asking me to demonstrate the strokes of 
each character again and again” and they started to “practice written characters before 
the game started” and “compare their work sample with their peers” (Observation notes, 
Term 3, Cycle 2). As a result, this game caught their attention to get involved in the 
class, their motivation in learning was stimulated by the competitive game environment. 
Meanwhile, their writing skills were improved through “writing each character more 
carefully” (Observation notes, Term 3, Cycle 2).  
Therefore, adjusting the game rules to allow students to write the neatest character, 
eased the tension caused by the time pressure and changed their focus from increasing 
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the writing speed to identifying the correct strokes and practicing their hand writing. At 
the same time, the reflections upon the unexpected situation of Cycle 1 improved the 
game implementation as well as my teaching practices. AR allowed me to change the 
implementation of the game, hence improving my pedagogical approach. As a method 
that allows changes within the classroom settings, AR quite clearly helped everyone 
involved (students and teachers) to develop during the process.   
I learned from Keller’s motivation process model (1979), in order to stimulate students’ 
motivation, the teacher-researcher should keep adjusting teaching strategies by 
analyzing the motivational problems, and evaluate the consequences. As the game rules 
was modified by my self-reflection, students’ motivation in writing characters was 
higher in AR 2, I was also so proud of the improvements in their hand-writing. 
Learning from the students’ behavior and making consequent changes, I benefited from 
this adjustment, realizing that effective teaching requires the stimulation of learners’ 
deep thinking about learning objectives. 
Moreover, since students had mastered the re-organization of written characters, the 
pronunciation of each character and their hand writing after playing two rounds of the 
‘Bingo Game’, “they lost their interest when I continued to show characters on the 
screen” (Observation notes, Term 2, Cycle 1). I noticed that instead of learning at the 
same level of difficulty, students needed to learn progressively; “they asked me to 
update the difficulty levels” (Observation notes, Term 2, Cycle 1). Also, I had observed 
that students who felt being challenged were motivated to search some other ways to 
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gain more knowledge.  
Therefore, as a result of their improving Chinese knowledge and their language skills, I 
updated the difficulty levels of the ‘Bingo game’. When “students had been challenged 
in character translation and recognition” (Observation notes, Term 3, Cycle 2), they 
would find different methods to search the answer, for example, “asking peers for help; 
searching the answer in the notebooks; or searching online” (Observation notes, Term 3, 
Cycle 2). Students were motivated by the progressively difficult levels in this game, 
while at the same time; the challenges increased their interest and stimulated them to 
learn more. I was encouraged by students’ learning achievement, as they could “read 
and write characters correctly after participating in the ‘Bingo game’ in Cycle 2” 
(Observation notes, Term 3, Cycle 2). The effectiveness of progressively updating the 
difficulty levels of the games in improving their learning had been proved. I learnt from 
this intervention that the design of teaching pedagogies needs to always relate to the 
students’ learning progress.  
Furthermore, ‘Treasure Island’ illustrated the important role of designing a 
collaborative and competitive GBL environment. Though this group working game, 
“group discussion and help from the peers” (Observation notes, Term 3, Cycle 2) 
enhanced their learning, especially for those struggling learners. However, considering 
the time limitation, some students did not have a chance to answer questions on the 
map during this game. Thus in Cycle 2, the length of game time was expanded from 23 
minutes (Cycle 1) to 30 minutes.  
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As “all students could have a go to complete the question” (Observation notes, Term 3, 
Cycle 2), expanding the game time provided more opportunities for them to practice. 
This had positive effects on improving students’ learning performance, and enhancing 
their motivation and engagement with their own Chinese language learning. In fact, I 
was delighted to notice that providing everyone in class with a chance in game playing 
had positive effects on their individual learning and motivation. However, whether 
expanding game time was the only feasible way to involve the whole class in learning, 
still needs to be investigated in further studies, which is beyond the scope of this study 
After receiving much positive feedback from teachers and students and observing 
students’ positive learning achievements, I become much more confident in GBL 
implementation. Therefore, in AR Cycle 2, because of the flexibility of the AR 
methodology, I have not only adapted pre-existing games, but also designed new GBL 
methodologies and new games. After considering the special features of Chinese 
pictographic characters, and to be more specific, ways of learning thus type of character, 
a new game called the ‘Pictionary Game’ was implemented to further develop students’ 
learning. The game involved body movements and “students discussed the possibilities 
about the character making and were even willing to rehearse even before starting” 
(Observation notes, Term 3, Cycle 2). This game left a deep impression among students 
(Students’ focus groups), and developed their motor skills as well. 
In conclusion, for the implementation of GBL in AR cycles, and working as a 
teacher-researcher, I planned Chinese learning games in the first cycle, and observed 
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students’ learning performance during the game’s implementation and took notes. 
Besides highlighting the strengths of these three games in this AR cycle, I could see 
how the games enhanced students’ learning performance and motivated them to learn. I 
also reflected upon some unexpected situations in class. For example, putting too much 
pressure during game playing caused participants to feel anxiety. Ambition to win the 
game made participants focus more on their writing speed rather than carefully writing 
the characters; and students lost their interest by remaining at the same difficulty level.  
Therefore, learning and reflecting from Cycle 1 GBL strategies, I adjusted and update 
the game rules to meet the demands of the students’ learning process progressively in 
AR Cycle 2. I also introduced and designed a new game to make learning pictographic 
characters more effective. Data from observation notes, teachers’ interviews and the 
students’ focus group in Cycle 2 demonstrate that the four games used in the GBL 
setting were valuable for both students’ learning and enhancing the teacher’s 
pedagogical skills. Students were highly motivated via peer competition, progressive 
learning, group work and body movement during the games.  
 
6.2 Challenges in learning Chinese characters  
 
In fact, Chinese is a whole new language for students in Fantasy Public School, 
because they “all grew up in an English environment” (Teachers’ interviews). As a 
result, before starting the GBL implementation, I noted that “I can easily observe the 
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confusion in students’ eyes” (Observation notes, Term 2, Cycle1) after I introduced the 
Chinese writing system. Also data from Motivation Surveys showed that 90% of 
students in my Chinese class identified that they expected that learning Chinese would 
be difficult. Thus, considering students’ confusion and fear of learning this new 
language as a foreign language, there were many challenges involved in inspiring 
students’ motivation and engagement in learning. 
Furthermore, there was a difficulty for beginner learners in the writing of Chinese 
characters, because of the complex nature of Chinese characters (Ying, Rawendy & 
Arifin, 2016). Chinese beginning learners often commit stroke sequence and stroke 
production errors (Hsiao, Chang, Chen, Wu & Lin, 2015; Tang & Leung, 2006). In my 
study, students made writing mistakes during the ‘60 Seconds Dash’ game, in order to 
“chase with each other in writing speed” (Observation notes, Term 2, Cycle1). Students 
missed the correct stroke sequence and tried to take a shortcut by writing several of the 
same characters at a stroke, but did not focus on practicing writing skills. Therefore, 
providing a clear explanation of stroke sequence of each character was crucial to help 
learners have a more concrete knowledge of the characters and to develop their writing 
skills. 
So giving them “more confidence, making learning easier” (Teacher 1) is important for 
those students while learning Chinese characters. 
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6.3 Game-based learning (GBL) approach (Learning while Playing) 
	
This section provides significant findings from the implementation of GBL in this 
study with an integrated discussion of each finding. Those findings included 
stimulating students’ intrinsic and extrinsic motivation, providing competition and a 
cooperative learning environment to enhance learning and develop students’ motor 
skills.  
 
   6.3.1 Stimulate students’ intrinsic and extrinsic motivation 
	
Using a rewards system during the implementation of GBL in my Chinese lessons has 
proven to be a successful motivational method; “they were stimulated by the rewarding 
gift and praise from the teacher” (Observation Notes, Term 2, Cycle 1). In fact, 
Students expected to gain rewards and gifts in both the ‘Bingo Game’ and in the ‘60 
Seconds Dash’ game. Thus students preferred to write more characters and improve 
their character recognition skills, as “they looked excited when they received the gift 
from the teacher” (Observation Notes, Term 2, Cycle 1). In these two games, students’ 
desired behaviour was reinforced by praise and rewards (Bear, 2015) which fueled their 
motivation towards learning characters. 
However, the effect of extrinsic motivation has been the subject of much criticism 
(Akin-Little, Eckert, Lovett & Little, 2004; Adelman & Taylor, 2010; Reeve, 2009). 
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Some researchers are likely to agree that school discipline and classroom management 
strategies emphasize the frequent use of praise and rewards during the class (Osher, 
Bear, Sprague & Doyle, 2010), and that although the frequent use of external rewards 
can promote students’ extrinsic motivation, the effect of intrinsic motivation is often 
stifled (Bear, et al. 2017). Nevertheless, many studies have shown that compared to 
those primarily extrinsically motivated students, those who are motivated intrinsically 
achieved better learning outcomes.  
Hence, in this study, I have not only provided extrinsic rewards or praise to students in 
the game implementation. I also emphasized the important role of including extrinsic 
and intrinsic motivation in GBL settings. I have designed another two games which 
were conducted under a group work setting, one of which involved body movement. 
Both of these interventions allowed students to discover much more fun in learning 
while playing. As a result, students were more engaged in learning activities by their 
intrinsic motivation, and found this to be satisfying. In fact, data results from 
motivation surveys provided positive student feedback.  
Based on the concept of ‘learning for playing’ (i.e., players who want to win will study 
more) (Hong, Hwang, Chen, Lin, Huang, Cheng & Lee, 2013 p.74), students’ behaviour 
is motivated by seeking rewards or attention and by avoiding punitive consequences in 
the early elementary grades (Bear, et al. 2017). However, in order to enhance students’ 
long-term motivation and improve their learning performance with self-discipline 
(Osher, et al. 2010), stimulating both extrinsic and intrinsic motivation was regarded as 
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an ideal approach in teaching (Bear, Chen, Mantz, Yang, Huang & Shiomi, 2016). The 
motivation survey in this study was based on Keller’s (1983) ARCS Motivation Theory, 
which posited that students’ intrinsic motivation was stimulated via the establishment 
of GBL. For example, surveys by Cherry (2016) have shown that over 50% of students 
increased their confidence in learning Chinese in a GBL setting; 40% of students could 
get a sense of satisfaction through a well-organized GBL setting and 80% of students 
acknowledged that Chinese was worth learning in a GBL setting. Instead of gaining 
extrinsic rewards, intrinsically motivated behaviours come with their own rewards, 
which refer to positive emotions experienced by the individual (Cherry, 2016). As the 
above data shows, GBL activities in this study generated positive feelings, such as 
confidence, a sense of satisfaction and learning.  Those emotions provided a sense of 
progress for the students and they felt intrinsically motivated when their competence 
was improved progressively during the ‘Treasure Island’ game; also students gained a 
sense of achievement when they became more skilled through the ‘Pictionary Game’. 
This study discovered the different roles of extrinsic and intrinsic motivation; extrinsic 
rewards stimulated learners’ desired behaviours and provided a more competitive 
learning environment to enhance students’ learning, such as in ‘60 Seconds Dash’ and 
the ‘Bingo Game’, while the actual quality of the learning performances were 
reinforced by intrinsic motivation (Cherry, 2016; Griggs, 2010), such as in ‘Treasure 
Island’ and the ‘Pictionary Game’. 
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   6.3.2 The association of competition and cooperation in the GBL setting 
	
Being enticed by the competitive nature of the game was tending to be a valuable 
learning experience for the students. My challenge as a beginning teacher-researcher 
was to design a competitive and effective learning game to motivate students in 
learning. 
Therefore, this study investigated the potential of competition in the GBL environment. 
For example, the competition implied in ‘60 Seconds Dash’ concerned writing speed, 
the number of the characters or the quality of each character. In the ‘Bingo Game’, the 
competitive environment included writing quality and accuracy and the speed of 
recognition of the characters; then group competition was reinforced in ‘Treasure 
Island’. Data collected from two AR cycles illustrated the value of integrating 
competitive games in character learning in the classroom (Dellos, 2015). “Students 
tend to chase each other in writing” (Observation Notes, Term 2, Cycle 1); and when 
some of them got confused with either pronunciation or strokes of characters, they 
sought “someone else to help to get the answer” (Observation Notes, Term 3, Cycle 2). 
Classroom teachers evaluated the use of competitive games as “students’ competitive 
natures were stimulated by those games, it helped them to remember more Chinese 
knowledge, and because they wanted to get it right (to win the game)” (Teachers’ 
interview).  
In summary, the positive effects of a competitive GBL environment have been 
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promoted in this study. Through the implementation of a competitive GBL environment, 
students’ competitive nature was stimulated. Also their ambitions to complete the tasks 
motivated them to gain more knowledge about characters. 
However, despite the great potential of competition in learning, the competition need 
not be so stressful. As a result, associating competition and cooperation in GBL settings 
was an effective approach to motivate learners in learning with less pressure and helped 
them to learn more.  
The term ‘group work’ has been defined variously as ‘cooperative learning’ (Johnson, 
Johnson & Smith, 2014) or ‘collaborative learning’ (Barkley, Cross & Major, 2014), 
and refers to students collaborating in small groups to contribute to the attainment of 
mutual goals (de Hei, et al. 2016) or to complete assignments (Vaughn & Reutebuch, 
2016). In this research project, group work occurred in two games, one being ‘Treasure 
Island’, the other being the ‘Pictionary Game’, and each group in these two games was 
made up of 5-6 students.  
During the implementation of ‘Treasure Island’, students worked in group settings to 
complete the tasks shown on the screen in order to keep moving forward in learning 
Chinese characters. “The questions sometimes are hard, and students might need help 
from group members or other groups”; and “they are all willing to help you” (Students’ 
focus groups). In addition, instead of working individually, “checking with each other” 
allowed students to get different ideas from their peers (Teachers’ interview). In other 
words, “students can share their ideas with their group members and also can help 
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others in answering the questions which can make the whole learning of more Chinese 
in a fun way” (Teachers’ interview). Data has shown that employing group work in this 
game increased opportunities to practice (Hattie & Timperley, 2007), especially for 
those struggling learners. Acquiring Chinese knowledge from peers was effective at 
motivating them in learning and improving their learning outcomes (Okilwa & Shelby, 
2010). Additionally, students were “highly engaged in group discussion” (Observation 
notes, Term 2, Cycle 1), which increased the interaction among peers (Vaughn & 
Reutebuch, 2016) and improved students’ learning and motivation. 
In summary, 74% of students acknowledged that ‘Treasure Island’ helped them in 
learning Chinese characters (Motivation Surveys, Term 2, Cycle 1). In fact, involving 
group work in a GBL setting allowed students to plan and cooperate with peers, as they 
could learn more from each other, and thus their learning motivation was enhanced. 
Their knowledge in learning Chinese characters was consolidated and their cognitive 
ability grew. 
Furthermore, the ‘Pictionary game’ was another group work game involved in this 
study. Instead of helping each other in answering questions, in this game group 
members were required to make the shapes of the characters with their body parts. The 
students said “It was really fun, because the whole class can get together, everybody 
can get involved, everybody can have fun and we know how to do the team work and 
know how to learn other language”, and in addition, “It’s not only about characters, it is 
also about your team work” (Students’ focus groups). Students’ feedback provided 
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more direct evidence to prove the positive influence of group work in a GBL setting. 
“Involving the whole class in the game” (Students’ focus groups) made the use of 
students’ time more effective. Students involvement in ‘Pictionary’ gave them the 
opportunity to learn and rehearse while other groups were demonstrating. 
In fact, an ideal GBL session should aim at stimulating students’ high arousal and 
positive learning performance with controlled anxiety (Pitt, et al. 2015). As for how to 
achieve this goal, I created a collaborative and competitive GBL environment to 
motivate and enhance students’ learning with less pressure and more enjoyment.  
For the competitive learning in ‘60 Seconds Dash’ and the ‘Bingo Game’, students 
were required to reach the learning goal by defeating others. It resulted in less 
interaction among learners, but it stimulated their aggressive attitude to get higher 
scores. Thus, during these two games, students might have felt anxiety and more 
pressure through this kind of environment. However, I reflected and learnt from this 
situation, and became aware of the importance of controlling the pressure in a GBL 
setting. As a result, cooperative learning was employed as well in order to ease the 
pressure and involve more students in learning.  
The use of cooperative learning in GBL allowed learners to collaborate with peers, 
share ideas, information and put efforts together to reach a common goal. During 
‘Treasure Island’ and the ‘Pictionary game’, students were “highly engaged in group 
discussion” (Observation Notes, Term 3, Cycle 2). As group discussion learning is 
regarded as a strategy which can activate the learning environment, and also reduce the 
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achievement gap between struggling students and higher achieving students, the 
learning environment was active and enjoyable during these two games, and students’ 
learning outcomes were positive after game implementation.  
Table 6.2 classifies each game used in this study. This study also involved two other 
games that reinforced the positive effects of competition and cooperation in a GBL 
setting. 
Table 6.2 Property of each game 
Property Name of Games 
 Competition game  60 seconds dash; Bingo game 
 Games involved competition and      
cooperation 
 Treasure Island; Pictionary game 
 
In summary, as competitive learning was involved in ‘60 Seconds Dash’ and the ‘Bingo 
Game’, students desired to complete the tasks to win the game by “speeding up their 
writing” and “chasing each other” (Observation Notes). They were highly motivated by 
this learning environment, however, putting too much pressure on game playing caused 
inaccuracy in writing behaviour among the students. So reflecting on this situation, I 
adjusted the game rules in Cycle 2, in order to change students’ focus to thinking 
deeply on the correct structure of characters and practicing their writing skills. From 
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my observation, their learning outcomes such as hand-writing, listening and responding 
skills had been improved after these adjustments.  
At the same time, because of associating competition and cooperation in the GBL 
setting, ‘Treasure Island’ and the ‘Pictionary Game’ provided a “joyful learning 
environment” (Observation Notes). As students were immersed in group discussion, 
and were excited by body movement, their motivation towards learning characters was 
increased.  
Although I was surprised by students’ unexpected behavior in these games, AR 
methodology guided me to reflect and make changes accordingly; also I was 
encouraged by the positive learning environment of the GBL setting. As a result, I was 
more enthusiastic about Chinese teaching and I expect to investigate more games in 
future Chinese teaching.  
 
  6.3.3 Develop students’ motor skills to enhance learning 
	
During the implementation of GBL in this study, I invented a game called ‘Pictionary 
Game’ to practice students’ motor skills. Fine motor skills refer to coordinating small 
muscle movements involving tasks such as speaking, writing, drawing, or playing an 
instrument (Cameron, et al. 2016). I observed a “vivid and joyful learning environment” 
during the game process, after clarifying the construction of the character’s strokes, as 
five to six students worked as a team to “use their legs, arms, heads, or the whole body 
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to represent a straight line, a dot or even a character. Students were so excited and 
really motivated, they do like the body movement and also enjoy watching other 
participants playing” (Observation Notes, Term 3, Cycle 2). Those kinds of “small 
muscle movements” (Cameron, et al. 2016, p.93) not only required students to make 
characters with their own bodies, but it also required them to analyze deeply the 
structure of each character. This learning while playing process combined practising 
motor skills with developing their deep understanding of Chinese characters.  
Furthermore, Tzeng, Hung, Wu and Hsi (1986) stated that memorizing the shapes of 
Chinese characters relies on creating each of the movements when writing the words in 
one’s mind. Therefore, participating in the ‘Pictionary Game’ by using body parts to 
make characters (Students’ focus groups), allowed students to think about the shape of 
characters more carefully and deeply, which hopefully enhanced their memory and 
cognitive development. In a study by Lu and his team (2013) about learning Chinese 
language with embodied animation, the result was more effective than traditional 
learning. This ‘Pictionary Game’ was defined as a “fun and joyful learning game” 
(Students’ focus groups), and positive classroom behaviours were observed during this 
game process. Thus students’ capacities for acquiring language skills were enhanced 
and their learning motivation also had been stimulated.  
Additionally, for me as a teacher-researcher, I get a sense of fulfillment through my 
own invention being appreciated by students. After two AR cycles, I  learnt to reflect 
on students’ behaviour, to design and adjust game implementation, to improve my 
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teaching skills, and I felt more confident in my teaching skills and pedagogies.  
 
6.4 Special features of pictographic characters in helping learning 
	
Chinese pictographic characters were developed from simplifying a picture into a 
semiotic sign with a specific sound and a specific meaning. In that case, the iconicity or 
“visual sight” (Teachers’ interviews) of Chinese pictographic characters can make 
understanding them easier, and may be beneficial in recognizing, remembering and 
communication. While adopting pictographic characters in this study, students noticed 
this special characteristic of these kinds of characters, the “visible clues” (Teachers’ 
interviews) which can remind them of the meaning of each character. For example, “the 
character “山” has two shorter vertical lines and one longer vertical line so that it looks 
like a real hill or mountain” (Students’ focus groups). A character “like ‘Dog’ or ‘shan’ 
is easy, it’s easy to write. You do provide the picture like the picture of ‘shan’, it looks 
like a mountain, so you can tell what the character looks like” (Students’ focus groups). 
In addition, when students met the character ‘大’ (Big) in the ‘Pictionary Game’, they 
could make this character by stretching their arms and straddling their legs, like this 
‘ ’.  
Therefore, although Chinese is a strange and difficult language for the beginning 
learners to acquire (Chuang & Ku, 2011), Chinese characters are ideographic, which is 
a big challenge for learners with alphabetic language backgrounds (Shen, 2004), and 
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adopting pictographic characters in this study can release those negative emotions and 
challenges. Because of its iconicity characteristic, as the form of a character resembles 
its meaning, students in my Chinese class did not experience too much pressure in 
getting familiar with pictographic characters, as the visible clues contained in each 
character can help them in memorizing and recognizing. 
 
6.5 Limitations of this study 
	
In this section, I discuss the limitations identified in this research. Those limitations 
relate mainly to the limited research time, but also impacted upon me as a beginning 
teacher, on the data collection and students’ Chinese language acquisition. As I was a 
beginning teacher in Chinese language teaching, I only had four weeks to quickly 
understand Australian culture and get familiar with the Australian schooling system and 
environment. I was required to explore the research project and conduct the whole 
research plan within a few months. However, in this study, the data collection was 
carried out simultaneously with the school’s timetable, and as I only conducted Chinese 
lessons 40 minutes per week for each class, the time for data collection was limited.  
Furthermore, learning a foreign language like Chinese is a long-term process which 
requires learners to spend more time and effort on practicing. As this study involved the 
GBL setting in motivating students to learn, the amount of time for GBL application 
was also limited. It was hard to observe the real language transmission in this short 
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research period. Thus, instead of studying within such a short period, the research 
design should be carried out over longer-term period. 
 
6.6 Summary of findings 
	
The findings from data are listed below: 
1. The strengths and weaknesses of each game were found during the AR process, and I 
learnt how to make changes and improve the implementation of a GBL setting in this 
research project by following AR cycles (Data from discussions in AR cycles). 
2. The challenges students met during their Chinese learning, including the difficulty of 
Chinese language itself. English speaking students were unfamiliar with this language 
system and I had difficulty developing Chinese beginning learners’ comprehension 
abilities (Data from students’ interview). 
3. It is quite conclusive that GBL motivated students in Chinese learning and enhancing 
their learning performance. For example, GBL had positively stimulated students’ 
intrinsic and extrinsic motivation in learning (Data from observation notes and 
motivation survey as well). It also provided a positive learning environment involving 
competition and cooperation (Data from observation notes). In addition, GBL used in 
this study improved students’ motor skills by involving body movement and playing 
(Data from observation notes).. 
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4. The special features of Chinese pictographic characters complemented the games used 
in this study, making Chinese learning much easier and more interesting (Data from 
motivation survey).  
 
In the next chapter, I lay out several recommendations for further studies on the 
application of GBL in Chinese language learning, including for any future research 
projects, for beginning learners and for future ROSETE students. 
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Chapter 7 Recommendations for further 
research 
 
In this chapter, I divide the recommendations into three aspects. To begin with, I 
provide my recommendation for further studies in Chinese language learning, including 
GBL implementation, suggestions for data collection and research time. Then based on 
my personal experience in teaching in Australian schools, I provide some practical 
suggestions for the beginning teacher in learning while teaching. Finally, studying as a 
beginning teacher-researcher in the ROSETE program, I conclude my advice for future 
ROSETE students.  
 
7.1 Recommendations for further study 
	
Firstly, my use of games in the Chinese language classroom, while productive as a 
pedagogical tool to enhance learning and engagement in learning, was limited. I have 
employed only four games during all my research cycles. My recommendation here is 
that future researchers try to explore a larger variety of games to extend our 
pedagogical understanding of what works or not, and why. 
Secondly, because the number of students was limited in this study, to further increase 
the generalizability of this type of action research, participants selected as Chinese 
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learners should not only be native English speakers, but also some students who have 
Chinese learning backgrounds should also be investigated in research. In that way the 
research would be applied to a wider range and would be more credible.  
Lastly, as for GBL theory, researchers can ask students to design their own dream game 
based on their own interests which can help them in language learning. Then, with the 
students, researchers can find out which games work in the classroom, and choose to 
apply the most creative and educational ones in class. Students’ motivation in game 
designing and language learning would be highly encouraged through the interaction 
between game designing and learning. 
 
7.2 Recommendations for the beginning teacher 
	
As a beginning language teacher, I only had four weeks to quickly understand 
Australian culture and get familiar with the Australian schooling system, which was so 
different from the school culture in my country. I was challenged by some unexpected 
situations that happened in my Chinese class. 
The first issue was about students’ classroom behaviour. They were allowed to walk 
around the classroom; answer questions randomly and have conversations with their 
peers during the class. I was surprised by their behaviour at first, but I quickly realized 
the different cultural background between Australia and China. Therefore, I observed 
the teaching pedagogies and classroom management approaches from the classroom 
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teachers, and improved my own classroom management skills. As a result, I set up 
some classroom rules in Term 2 in order to manage my Chinese class and make 
Chinese learning more effective. For example, I set these rules before the class starts: 
“1. Fold your arms if you are ready; 2. Eyes on me when you finish; 3. Hands up if you 
don’t understand”. I was glad to notice that students could follow these simple 
instructions and behaved themselves accordingly during my Chinese class. 
Secondly, I found that I needed to improve my instructional language to allow students 
to follow my teaching steps effectively. Because I am not an English native speaker, 
sometimes a few misunderstandings have occurred between my instructional words 
with the actual steps I wanted them to follow during the game and lessons. To solve 
these problems, I observed some experienced teachers’ classes, and learnt from their 
teaching strategies. Also I would allow the classroom teacher in my class to explain the 
strokes of Chinese characters by using her understanding and her own English words. 
For example, I learnt from the instructional words she used to describe the strokes of 
the Chinese characters. She used “curve” to describe “丿”. She said Chinese characters 
are not like English words, they appear individually. I learnt that starting from some 
familiar cultural background and easily accepted words, students would quickly pick up 
the knowledge with subsequent intercultural understanding. 
Observing the classroom teachers’ pedagogical style was useful, and helped me to 
improve my classroom management skills, and the instructional words I used to explain 
the game rules and strokes of Chinese characters. Therefore, my practical teaching was 
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improved at the same time as my capacity to critically observe what was going on in 
my classroom improved, which was part of the research process. 
As a result, I realized that observing other experienced teachers’ pedagogies, and 
having discussions with them, are effective and helpful approaches for the beginning 
teacher to gain more practical strategies both in teaching and in managing the 
classroom. Also setting clear class rules can make teaching and learning more effective.  
 
7.3 Recommendations for future ROSETE students  
	
I have enjoyed my journey as a teacher-researcher in the ROSETE program. Eighteen 
months ago, I had no idea about Australian school settings, the Chinese syllabus in 
Australia or effective Chinese language teaching pedagogies, but through one-year of 
practicing, I feel much more confident in both with my teaching and my research skills. 
The suggestions from my experiences are: 
1. Give yourself one to two months to get familiar with this country, with the 
schools in Australia. Always remember to observe experienced teachers’ in their 
teaching; ask them for effective teaching pedagogies and some classroom 
management skills before you start your teaching.  
2. Remember to manage your time. Eighteen months is a short period, in which you 
need to conduct your teaching and investigate your research project. It will be painful 
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if you cannot manage your time effectively.  
3. Keep in touch with the mentor teacher in the school and the supervisor(s) in the 
university. They are helpful and professional people who can provide you with great 
support in your teaching and researching. You will benefit a lot through their 
suggestions and advice. 
4. Take notes. Write down reflection notes on a daily basis.  The reflections should 
cover not only your language teaching during your time in the classroom; reflections 
need to happen everywhere during your studying process. Always remember to write 
a reflective journey diary, as it will be gold for your future research and for your life. 
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Appendix A 
 
Motivation Survey 
 
1. I think Chinese class will be difficult for me. 
      1--------------------2-------------------3--------------------4-----------------------5 
    Not Sure      Slightly true   Moderately true   Mostly true     Very true 
2. I believe that completing this Chinese class will give me a feeling of satisfaction. 
    1--------------------2-------------------3--------------------4-----------------------5 
   Not Sure     Slightly true    Moderately true   Mostly true     Very true 
3. Those games of Chinese characters like “60 seconds dash” and “Bingo Game” are 
related to my interests and they can really motivate me and my classmates in learning 
Chinese. 
    1--------------------2-------------------3--------------------4-----------------------5 
    Not Sure     Slightly true    Moderately true   Mostly true     Very true 
4. I am really enjoying playing games in this Chinese class. 
       1--------------------2-------------------3--------------------4-----------------------5 
    Not Sure     Slightly true    Moderately true   Mostly true     Very true 
5. After taking the Chinese class, after playing those games, I believe that I will be 
confident in my ability to learn more Chinese characters. 
    1--------------------2-------------------3--------------------4-----------------------5 
     Not Sure     Slightly true    Moderately true   Mostly true     Very true 
	 188	
6. I think that the variety of materials, exercises, games, etc., will help keep my attention 
on the Chinese class. 
      1--------------------2-------------------3--------------------4-----------------------5 
    Not Sure     Slightly true    Moderately true   Mostly true     Very true 
7. The game “Treasure Island” that used in the class is positive to my Chinese characters 
learning. 
   1--------------------2-------------------3--------------------4-----------------------5 
   Not Sure     Slightly true    Moderately true   Mostly true     Very true 
8. I do NOT think I can completely understand the games used in this Chinese class. 
     1--------------------2-------------------3--------------------4-----------------------5 
   Not Sure     Slightly true    Moderately true   Mostly true     Very true 
9. I think this course will be worth my time and effort. 
  1--------------------2-------------------3--------------------4-----------------------5 
  Not Sure     Slightly true    Moderately true   Mostly true     Very true 
 
10. Please leave your message (it can be your opinions to the Chinese lessons; it can be 
your advices for the games; it can be your suggestions for the next term). 
__________________________________________________________________ 
__________________________________________________________________ 
__________________________________________________________________ 
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Appendix C 
 
